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"It's a complex, involving, gob-smacking, earth- 
shattering simulation of real warfare...without doubt, 
one of the most astounding games we have ever seen" 


PCFORM/a- 










This is the new benchmark 
in flight simulation 
technology. Pilot tested for 
accuracy. Falcon 4.0 
models the Block 50/52 
F-16C; the most versatile 
and unrivalled production 
fighter in existence. Master 
the F-16C using numerous 
training missions that 
range from the 'basics of 
flight' to 'advanced 
dogfighting' and combat 
over the Korean Peninsula 
in real-time dynamic 
campaigns. 
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Goodbye 1998. Hello 1999. A new year has arrived. 

and with it comes the promise of superb new games! 





999 has arrived, and with it 
comes a year full of promise 
I and potential. As we head 
towards the new millennium, we 
eagerly await the release of exciting 
titles such as Star Wars: Force 
Commander, Star Trek: New Worlds, 
X-Wing Alliance, Galleon and Quake 
III. Over the coming months we're 
sure to see more of these highly 
promising games, but what else can 
you expect to find in ULTIMATE PC? 
Well, as always, we'll be packing each 
and every issue with all the latest 
previews and reviews, development 
features, company profiles, 
hardware round-ups and multiplayer 
gaming. We'll also have all your 
regular favourites, as well as the 
occasional surprise. 

We get the ball rolling this issue 
with previews of the Theme Park- 
wannabe. Roller Coaster Tycoon: the 
superlative high speed racing game. 
TOCA 2: and awesome multiplayer 
title. Interstate '82. On the review 
front we have a world exclusive 
review of Sid Meier's latest creation. 
Alpha Centauri. With Civilization I and 
II and Transport Tycoon to his credit, 
nobody in the business of making 
computer games has a better track 
record than Mr Meier. Can he keep 
this up with Alpha Centauri7 Find out 
later in the magazine. 

On this month's CD we have loads 
of great playable demos for you to 


G AME OF TH E MONTH 


check out. including an exclusive 
Tomb Raider Trilogy demo. Inside this 
exciting package not only can you 

hear Lara's own thoughts on 
her latest adventure, you 
will find playable 


demos for all three Tomb Raider 
games. If you've yet to experience 
the joys of the Tomb Raider games, 
this is the best place to start. 

As well as the above, we've also 
got an exclusive Viva Football 
wallchart for you this issue. Count 
down to the new millennium with 
your own free 1999 calendar! ■ 


Richard’s Fave 

1 feel privileged to be able to add my voice to the likes of the 
editorial team this month. Being a designer on UPC. I clearly hold 
little weight in my opinion regarding computer games! But here 
goes... My fave game is Blood 2: The Chosen. I can't help but 
play it! It’s smart... Is that enough? Anyway. I use an Applemac 
and it’s great. There’s this game. Maelstrom - it’s like Asteroids 
revisited. But 3D! Sell your PCs. buy a Mac and life will be fab! 


Simon’s Game of the Month 

There’s only one real game that I’ve been playing over the 
past month, and that’s Half-Life. After completing it in single 
player mode. I instantly headed for the multiplayer option and 
have I been kicking ass over the Internet. It’s fantastic and I’d 
encourage anyone with a modem to hook up and give this 
fantastic shooter a go. I’m sure sooner or later I’ll be having 
terrible nightmares about being blown up by laser trip mines. 


Chris’ Favourite 

Aliens Versus Predator or Delta Force? I’ll plump for Delta 
Force simply because I’ve played the finished code (AVP 
was only one level). It’s played first-person but like 
Thief has so much more going for it; the realism, the 
need to keep your wits about you. the brilliant 
implementing of a sniper sight. It’s not the most action- 
packed game this month but retains a perfect balance 
between a simulation and an arcade game. 


Miles’ Best 

Since everyone else seems to have had all the decent games to 
review this issue. I’m going to be difficult and go for European 
Air War. Okay. I know it’s month or two old. but I’ve just bought 
a spanky new PC (you don’t think we play games in the office, 
do you?) and I’ve always fancied myself as a bit of a Spitfire 
pilot. Tally-ho. chocks away and all that. I’m telling you. never 
in the history of magazine publishing has so much been owed 
by so many (you lot) to so few (us). So there! 
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Features 


OTHER FEATURES THIS ISSUE; 

48 Psygnosis 

Our reporter travelled to Chester 
to find out what this prolific 
developer has lined up for PC 
gamers in 1999 


Readers Awards 1998 

We lost three receptionists underneath 
the avalanche of entries for this year's 
awards, the most important awards 
ceremony since the 1966 World Cup 
final. Poor posty has been confined to 
hospital with a slipped disc sustained 
under the weight of sackfuls of 
nominations. So, flip the pages and 
take your place amongst gaming’s elite 
as we unveil the number one game of 
1998, as voted by you lot. Hurray! 


Real-Time Strategy 

We take a look back at five of the 
best real-time strategy games of 
the last few years and look 
forward to next year’s offerings 
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8 News 

GT Interactive strengthen their position as one of the leading software 
publishers with the acquisition of Reflections 

18 Hot of the Press 

This month we've gossip on a proposed new computer game show for the 
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previewed this issue 

48 Feature: Psygnosis - Psyggy Stardust 

We travelled to Chester to find out what the developers are up to now 
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exclusive review 
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offer any advice 
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Subscribe to ULTIMATE PC and save yourself some hard-earned money! 

146 Tomb Raider III Solution 

You had the first part last month, now we return to Lara's latest adventure to 
finish the job with this full solution 
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Another chance for one of the UPC staff to jump on his soapbox and have his 
say on the state of the gaming industry 

154 Retro Respect 

The classic arcade game Bubble Bobble makes a celebrity appearance in this 
month's Retro Respect 
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Find out what's on this month's packed CD. Michael Owen's WLS‘99 and FIFA ‘99 
are two of the great demos you can enjoy 

162 Next Month 

Find out what we have in store for next month's issue 













FRONT LINES 

We greet the New Year with news of GT Interactive’s acquisition of highly-regarded games 
developer. Reflections and a Rainbow Six expanison pack 




Interactive, who previously worked with 
Psygnosis for almost fifteen years. This 
old partnership produced such famous 
games as Shadow Of The Beast on the 
old Commodore Amiga, and more 
recently the Destruction Derby games 
for PlayStation and PC. 


Harry Rubin of GT proclaimed 
that Reflections are one of the 
top developers as GT try to expand 
their market share in both the US 
and Europe. "With their proprietary 
technology and track record of 
producing hits, we are pleased to 
have Reflections as the flagship GT 
Interactive studio in the UK," he said. 
Martin Edmondson of Reflections 
responded in kind and commented, 
"We are hoping to deliver some great 
titles and establish strong 
franchises for them." 

The first game from Reflections 
for GT has been announced as Driver, a 
car chase game set in the US which 
features a brand new game engine. 
We've already taken a look at this 
exciting new game, but we're still 
waiting to see playable code. However, 
knowing Reflections track record, we 
reckon this could be one of the top 
games of 1999. ■ 


I T have recently announced that 
they have acquired another 
I developer for their internal 
studio that now numbers six and 
includes Cavedog Entertainment, 
Singletrac and Oddworld Inhabitants. 
This new developer is Reflections 





W E FIRST SAW R E F LE CTION’S DRIVER AT L AST Y E AR’S E3 SH OW AND WERE IMPRESSED WITH THE SPEED AND DETAIL OF THE GRAPHICS. WEIL BE TAKING A CLOSER LOOK AT THE GAME IN COMING MONTHS 


I ULTIMATE PC | Issue 19| February '99 












ELSfWs (European Leisure Software PulHlsher's Association) anti-piracy LucasArts has moved Wo the binlpet market with its own tan^ of 

brigade recorded its teggest haul of i^ted software in the run-up to old games at cheap prices. The range, called Ctassk: Lmes. so far 


Christmas. In one week alone. ELSRA's agents nattied over mOOO pirated iidudes Shadows of the Empsp (£14.99) and two compendfeim packs 
discs and arrested eleven people. It Is claimed that for every game cont^Big X-VIftrg \fe TIE Rghter. BdatK^ of Rjwer. Jedi Kn^t aid 

legitimately sold, over ttree are sold by pirates. No doubt such lost Mysteries of Sith (£29.99 ead0. All new releases based upon the frst 

revenue plays a part in keeping software prices up! three Star Wars films wiU he released under the Classic Lmes batmec 



OYER THE RAINBOW 




THE RAINBOW SIX EXPANSION PACK PROMISES MORE ACTION-FILLED S.W.A.T MISSIONS 


ake 2's acclaimed strategy 
game, Rainbow Six is to be 
updated with a host of new 
single and multiplayer missions in a 
soon-to-be-released add-on pack. 
Terrorists are threatening famous 
buildings and vehicles all around the 
world, including the Taj Mahal, a 
secret Russian shuttle and Big Ben, 
and it's up to you, as CO of a crack 
anti-terror squad, to sort 'em out. 
The new multiplayer scenarios will 
enable players to pit their wits 
against one another with a variety 
of parameters and win conditions. 


For example, take out the opposing 
commander and wipe out the 
entire enemy force, with different 
deployment rules depending on the 
chosen mission. Rainbow Six is 


widely regarded as among the 
year's premier military 
strategy titles, and this'll 
make it even better. ■ 


ACCOLADE STANDING TALL IN 1999 


H ccolade are currently hard at 
work finishing what is 
apparently one of the most 
eagerly-awaited games at this year's 
Electronic Entertainment Expo, Slave 
Zero. This is a third-person game 
featuring you at the controls of a 
stolen 60ft biomechanical robot, the 
eponymously named Slave Zero. You 
must fight against the forces of an evil 
dictator on the side of rebel forces in a 
vast metropolis of the future and free 
the oppressed peoples. The action will 
take place over several locations, from 
'Slave' factories and mazes of sewers 
to downtown streets and military 
bases. There will be a wide range of 
weaponry available for you to use, and 
if any innocent citizens going about 
their daily business are caught in the 
crossfire? Too bad. 

Your Slave Zero is quite agile, being 
able to jump, roll and climb up buildings 
to avoid your enemies that range in size 
from human troops and tanks to 


towering 100ft tall behemoths. The city 
is a living, breathing place swarming 
with citizens, busses, trains and 
airplanes, all of which can be picked up 
and thrown. It sounds like it could be 
quite good, although the recent Shogo 
has already covered this ground with its 
Mecha levels. We'll have to see if this is 
going to measure up to size. ■ 





Check out the Player 
Manager web site for our 
latest update, which when 
downloaded allows you to: 

• Update latest player 
transfers + statistics. 

• Save your team onto floppy 
disk, take it to a friends 
house and play against them. 

• Create your own league 
with up to 8 human players. 

• Receive indepth match 
reports on any team from 
any division. 

• Watch any match being 
played anywhere. 

• I OO’s of new players. 


NEW FEATURES 

COMING SOON 


• Full office network version - 
set up your first ever office 
tournament. 

• The world’s first ever online 
football management game. 

PLAYER MANAGER 
SEASON 98/99 

can be purchased from 
any good games retailer 
or via the internet at: 

WWW.ANCO.CO.UIC 

ANCO 


»YOUR CAREER 
STARTS HERE« 




























Rumours are abounding that G-PoUce 2 wilt be released on the PC. However, the game’s 
developers. Psygnosis. are yet to confirm this and it seems unlikely that they will. 
Although the original C~PoUce was released on both PC and PlayStation. Psygnosis are 
believed to favour a single release for Sony's 32~bit console. Despite the original 
receiving plenty of acclaim upon its release, it never really shifted off the shelves, and 
tins has apparently killed off plans for a sequel. 


Sadly, the excellent-looking Batdur’s Gate from Interplay just missed this month's 
shortened Christmas deadline by a whisker, the review code plopping through the 
letterbox at UPC Towers Just too late. So. just to let you know, we haven’t forgotten 
about it and you can expect the full lowdown next issue. Unfortunately were 
slaves to our printers, and we just couldn’t hang on any longer. Still, what can you 
do? Sorry bart that. 


COMING SOON 

King's Quest: 

Mask Of Eternity 


Dhe latest K/ng's puest RPG 
is going to be released very soon 
by Sierra. The hero must travel 
through seven worlds in either a 
first or third-person perspective 
with complete freedom of 
movement in both interiors and 
exteriors. It looks great, utilising 
the latest in 3D technology, and 
is a truly epic quest as you try to 
save the kingdom of Daventry. A 
sure-fire hit for Sierra? Seven 
million fans can't be wrong. 




I rolier are planning to launch a 
racing game with a difference 
I this Easter. The difference being 
players get to bomb around 22 tracks and 
arenas in one of fifteen racing tanks, 
complete with guns to blow obstacles 
other competitors out of the way. You'll 
be able to custom kit-out your tank with 
an array of bolt-on weapons, making for 
bit of strategy to go with the promised 
fast-paced action. Under development by 
Glass Ghost, a part of Simis, the idea is to 
create a manic montage of shoot-'em-up 
and racer like no other. Up to six players 
will be able to compete in the multiplayer 
mode, which should make be rather fun. 
Don't touch that dial. ■ 


DAIKATANA 



NEW SCREENSHOTS FROM IQK STURM’S EAGERLY-AWAITED. BUT LONG OVERDUE DAIKATAHA 



I ill it or won't it? The 
Daikatana saga has been 
I going on for so many years 
now that the programmers working 
on it currently are the sons and 
grandsons of those who began the job 
sometime in the early 14th Century. 
So. just when you thought it might be 
nice to see something playable, here 
are a few new screenshots just so you 
don't forget about it. Hurray! ■ 



I 0 promote the launch of Actua 
Soccer 3, Gremlin, together with 
I specialist games PR agency 
Bastion, arranged a Wireplay Adua 3 
World Cup. featuring 32 journos from all 
over the country, including our own Miles 
Guttery. Having cruised through the first 
phases without conceding a goal, our men 
then clinched a last eight place by virtue 
of a Golden Goal win in the second round, 
having been a goal down at half-time. The 
celebrations, not to mention hopes of 
nabbing the £500 prize, were cut short, 
however, in an ugly quarter final in which 
our man went down to nine men and lost 
2-0 to some bloke off a football magazine. 
Despite his lacklustre and ill-tempered 
performance, the lad Guttery was heard 
muttering something about being robbed 
as he trudged dejectedly back towards the 
UPC changing rooms, the cries of 'early 
bath, early bath, early bath' still ringing 
in his ears. Other than that, however, 
the event went really well, and 
Actua showed its potential to be 
a big Wireplay hit. ■ 


DOWN 


WIREPLAY WAY 
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Quest series Is ^ack. 
Creator, Roberta Williams 
brings you the magic in an 
ail new 3D environment. 
Explore the world of 
Daventry as it's never 
been seen before, and if 
you are lucky, return to 
tell the tale. 

Seven worlds, three 
dimensions and one 
indescribable adventure. 




www.sierra-online.co.uk 

For further information contact: Cendant Software UK, 2 Beacontree Plaza 
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In keeping with the dubious current penchant for blowing away cuddly, defenceless 
animals. WizardWorks are set to release Bird Hunten Upland Edition through GT. So. if 
you like the thought of shutting our happily cheeping feathered friends up once and 
for all. this could be for you. I guess it’s healthier than indulging in the real thing, 
but that doesn’t mean there’s not something ever-so-slightly unwholesome about the 
whole affair if you ask me. 


Another game which just missed out on a review this month due to time constraints 
is NEK. The title stand for Natural Fawn Killers, which means - you guessed it - 
another damn hunting game. The difference with this one is that the graphics are 
actually quite good and it’s ail played for laughs. Dicing up a little cartoon rabbit 
with a mini-gun while shouting "not so tough now. are ya!" is. though it pains me to 
say it. rather amusing. 


GALAXY OF ARCADE 

O S the wave of retro gaming 
continues to sweep the 
country. Cambridgeshire-based 
Software Partners have played a major 
card with the release of the fifth title in 
their Galaxy of Arcade series. Galactic 
Invasion. A new version of the classic 
Space Invaders, Galactic Invasion is 
available for just £14.99 and Bill Acheson 
of Software Partners reckons there'll be 
more classic-style games to follow 'This 
is the beginning of the ultimate 
collection of arcade-style games. The 
Galaxy of Arcade series is our newest 
line of full features games at our most 
affordable prices.' For more information 
check out their Web site at 
www.romt.com ■ 





CAVEDOG ARE GOOD N’ EVIL 



n he latest from Cavedog. best 
known for Total Annihilation 
and it's various spin-offs, is to 
be an intriguing mixture of genres 
including real-time strategy (naturally). 
RPG. adventure and action in top down 
perspective 3D world. If this all sounds a 
bit much, bear in mind the brains behind 
it is none other than Ron Gilbert, creator 
of the Monkey Island games. With 
Cavedog already established as one of 
the industries great innovators. Good n' 
Evil is set to be an epic quest across 
times as well as space. During the course 
of the game you'll meet everything from 
Cyborgs to 30s gangsters to cowboys, 
wizards and goblins in what's sure to be 
one of the most bizarre and diverse 
outing of 1999. ■ 



SIMON SORCERER 30 





I eadfirst are working on a 
sequel to the famous Amiga 
I adventures. Simon the 
Sorcerer and Simon the Sorcerer 2. 
Both were well-received by the Amiga 
press at the time but owed more in 
style to Psygnosis' later Discworld 
adventures than their contemporary 
adventures. The new games are to be 
radical departures from the old point 
'n' click format, however. As you can 
probably tell from the title, the new 
Simon game has gone full 3D using the 
Netimmerse 3D engine also being used 
for Prince of Persia 3D. The game will 



be non-linear, with many paths through 
to the end and over 50 characters to 
meet and interact with along the way. 
Three main camera views will be 
selectable: a third-person Tomb 
Raider-styk shoulder cam; a first- 
person Puake view; or. if you prefer, a 



fixed cinematic view of each location, 
like Grim Fandango. There aren't too 
many screenshots available at the 
moment, but point your browser at 
www.adventuresoft.com/headfirst/si 
mon3d for a development diary and 
other goodies. ■ 
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Front Lines 



Nothing concrete has been heard from Microprose yet. but rumours have reached us that 
a sixth X-Com game is currently in development. It s a full 18 months away at the 


moment, but were told it’ll he a return to the squad-based strategy idea of the first 
game rather than the ill-advised flirtation with the shoot-'em-up genre that was the 
disappointing X-Com.* Interceptor. All we can say at the moment is that it’s to be set 
between the time periods of Interceptor and Apocalypse. 



Activision have signed exclusive right to everything Star Trek for the next ten years, 
which could have been bad news for Interplay, who have a couple of projects in 
development based on that very theme. However, they’ve been permitted to release the 
games they’re currently working on provided they’re out by 2002. Activision's first foray 
beyond the final frontier will be a tie-in with the ninth Star Trek movie. Star Trek*. 
Insurrection, winch is just out. 



based in a World War II setting and will pit 
the player, as commander of a small squad 
of soldiers, against a series of increasingly 
tough missions behind enemy lines. 
Apparently many WW2 veterans are being 
consulted in order to make the whole 


n his real-time action strategy 
effort from Czech developer 
Illusion Softworks is Take 2's 
latest offering to the armchair-bound 
military minds out there after the 
success of Spec Ops and Rainbow Six. It's 


Uilight sims just seem to 
be getting better every day, 
and Empire Interactive are 
the latest company to 
produce a top quality sim. 
This sim features three 
theatres of war, including 
Korea, and the expected high 
level of realism in both the 
technology and the terrain. 
One of the more interesting 
features is the accurate 
celestial sphere, although 
most gamers won’t know 
their Orion from their Great 
Bear. A nice touch that can 
only help this game be a hit 
for Empire. 


and close to 
the way things 

actually were as possible. Take 2 are 
emerging as a real force in games 
publishing, and with several quality titles 
already in their portfolio, there's every 
reason to think this one's going to be a bit 
special as well. ■ 


TAKE 2’S WWII ANSWER TO DELTA FORCE 


£99.99. The whole package 
comes ready to use - just plug 
it in, install the driver 
i software and off you go. The 
fc' ergonomic look is the work of 
M design company Pininfarina, 
^ who've previously designed 


I talian hardware 
manufacturer 

Computer S.P.A is set to 
launch a revolutionary 
new controller called 
the Union Reality Game ^ 

Controller Headset, or 'UR' for support. 

This space age piece of kit includes 
headphones and a microphone with full 
voice control. The headset can be used as a 
hands-free mouse, moving the head to 
move the on screen pointer, then selecting 
and opening items using voice commands. 
It'll also enable virtual reality-style game 
control with a bundle planned to coincide 
with Tescos' move into the PC market. The 
package will feature a UR headset and copy 
of Microprose’s Klingon Honor Guard for 


cars for Ferrari, so you know it's going to 
be a looker. We've not yet had a sample to 
put through its paces, but when we do 
we'll let you know what we think. ■ 


SPACE AGE GAME CONTROL FROM ITALIAN HARDWARE MANUFACTURERS VIDEO COMPUTER SJA 



















Fantasy fans can look forward to this epic fantasy adventure from EA. Developer give them the power to take on and defeat Draak, ridding the land of his curse once 

Delphtne found fame with the classic trilogy. Another World. Flashback and Fade to and for all. Full 3D graphics will be used for the first time in conjunction with a point 

Black, so they know a thing or two about putting together a game with real W click interface wNch should give Barkstone a modern look combined with classic 

atmosphere. Barkstone. formerly called Dragon Blade, is an RPG set in a world retro feet. There are 32 levels but each is generated by the computer with thousands 

terrorised by the evil dragon. Draak. For various reasons the heroes (youTl control two of possitnlities so no two games will ever be the same. How's that for replay value? 

characters simultaneously) have to locate and retrieve seven crystals. wMch will then Well be giving this potential-^acked title the full preview treatment next month. 



THE REAL NEVER-ENDING STORY 
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AN EARLY LOOK AT THE REAL THING! 


I I unich-based developers, Discreet 

Monsters, recently unveiled new 

I_I screenshots from their hotly- 

tipped The Real Never-Ending Story. As 
you can see for yourselves, the game is 
starting to come together, with the 
graphics looking particularly sumptuous. 
There's still a long way in development to 
go, but Timon Hergoz, Creative Director 




at Discreet Monsters, is excited about the 
way the game is progressing. "We’ve made 
great steps forward with the texture 
design, though it was very difficult to 
find the right style", explained Timon. 

Set in the fantasy world of 
Fantasia, Discreet Monsters are keen 
to distance their product from the 
appalling movie going by a similar 
name. The company is also keen to 
create a world where anything can 
happen - a real fairytale world! "We 
want to continually offer the player 
something new. See it once and it's 
amazing - any more than that and 
people will stop being impressed". 




commented Timon. To find out more 
about this promising title, point your 
Web browser at www. 
discreetmonsters.com ■ 


CRICKET WORLD CUP 19 




I lectronic Arts ongoing bid to 
own the software rights to 
I every sporting activity on 
the fact of the planet has taken 
another giant leap forward. Rumours 
of negotiations aimed at tying up a 
deal to produce a tie-in for the World 
Gurning Championships are as yet 
unconfirmed, but this year's Cricket 
World Cup is definitely a goer. 
Produced by Creative Assembly - 
previously involved with Amiga and PC 
versions of FIFA, as well as Australian 
Rules Football 98 - the game will be 
backed by famous cricketing faces 
relevant to each territory. For the 


UK, England captain Alec Stewart is 
the man with his face on the box, but 
other famous names, including the 
Hollioake brothers and other 
members of the Surrey county side, 
are involved as well. Not only are they 
supplying 600 plus motion capture 
animations, but they're also having 
creative input into the game to make 
sure it's as close to the real thing as 
possible. It'll be playable on a number 
of levels, from a simple one button 
pick-up-and-play action game to a 
full simulation if you so wish. In this 
mode the player will be able to 
control everything down to the 



individual tactics of each player. You'll 
then be able to pit you wits against 
the best teams from around the 
world in the World Cup tournament. 
Since this is England’s best chance of 
winning anything at a game we 
apparently invented, all cricket fans 
better jot this down on their list of 
ones to watch. ■ 


CENDANT DELIVER-YOUR MONEY OR YOUR HALF-LIFE 




I endant's rise and rise in 1998 with 
a string of top class titles has 
I been reflected in three times 
greater profits than 1997. Starcraft and 
Half-Life were both smash-hit number 
ones, with Half-Life now having sold over 
100,000 copies and still going strong. There 
was also the awesome Grand Prix Legends, 
which deserved to make it a hat-trick of 


number ones and is UPC's unanimous 
choice as top racer of '98. Of Half-Life's 
success, Peter Rezon, Cendant's big cheese 
in the UK, said "We'll settle for third place 
on PC behind Tomb Raider III and FIFA '99, 
as they are established brands which have 
been heavily supported by expensive TV 
advertising." It's ironic that, of the three, 
Half-Life is arguably the best. ■ 
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FOOTBALL 


ACEfl 


f ^ 

Ganje Feaftires 

• Biggest database in football 
management history 

• Over 25,000 real players in 
54 countries 

• 1998/99 season data 

• Individual and team training 

• Extensive tactics options 

• Comprehensive interaction 
during the match play 

















I News 


This month we’ve got more news on Electronic Arts’ 

quest to sign up the rights to every major sporting event! 




EA Ficrum Down 


aving already snapped up the 
exclusive rights to the football 
World Cup for God knows how 
long and the Euro 2000 Championships. 
Electronic Arts have now made a move on 
the showpieces of the cricketing and rugby 
calendar. Both the cricket and rugby World 
Cup finals have been signed on an exclusive 
deal with EA, which now means they have 
the rights to all the major international 
sporting events - except for naked 
underwater tiddly-winks! As quickly as the 
BBC is losing the rights to the coverage of 
these great sporting events, EA is snapping 
them up! Admittedly cricket and rugby 
games are few and far between on the PC. 
so EA's move is sure to be welcome news 
for fans of the sports as it ensures a 
number of new releases over the coming 
years, but it is less welcome news for the 
likes of Empire Interactive, who have their 
own World Cup cricket game in the making. 
So far EA's use of licences has proved 
extremely successful - the FIFA. Madden, 
NHL, NBA and PGA games have all won 
acclaim - and rugby and cricket fans will be 
hoping EA can keep this record up. ■ 



1CC2 



I mpire's follow-up to one of 
the surprise hits of 1998, 

I International Cricket 
Captain, has had its release pencilled 
in for April, to coincide with the 
forthcoming cricketing World Cup. 
Empire plan to theme this sequel 
around the World Cup finals, 


although it remains to be seen what 
effect the recent Electronic Arts 
deal with the International 
Cricketing Board will have upon the 
game and its content. Whether 
Empire will be able to include all the 
real teams and players in their 
game is not yet clear, although 
Empire are confident that with the 
full backing of Wisden its position 
will not be compromised.* 




TOCA on the Cheap! 


I I ith the release of TOCA 2 
looming. Codemasters have 

I -1 re-released the original game 

under its Codemasters Classics budget 
label. The game is now available at the 
attractive price of just £12.99. This 


price is even more spectacular when 
you think that the game is not yet a 
year old and scored extremely well 
when it was first released. The move 
has been pre-empted by TOCA 2's 
February release. ■ 



Wenger Signs With Eidos 


I ith Michael Owen already on the books. Eidos have made another big name 
signing with Arsene Wenger due to team up with Championship Manager 3 for 
I the game's release in February. Having won the double with Arsenal in only his 
second season in English football. Wenger is widely recognised as one of the best 



football managers in the game, and he is a perfect choice to promote what is going to 
undoubtedly be the best football management game yet. ■ 


Michael Owen Wins BBC Sports 
Personality of the Year 



I idos will no doubt have 
greeted the news of Michael 
I Owen's crowning as BBC 
Sports Personality of 1998 with 
great delight. The news should 
provide a welcome boost to 
Michael Owen's World 
League Soccer '99, which 


is still locked in a titanic struggle with 
EA's FIFA '99. Despite being the third 
FIFA title inside a year. FIFA '99 is 
currently leading the ever-growing 
pack of football sims, with Aetna 
Soccer 3 and Player Manager 98/99 
being the latest two to join the 
championship race. ■ 


UMBKo 


r~i 


I ULTIMATE PC I Issue 19| February ’99 


i 



























RED SQUARE 
IS MINUS 40°C 


KIEV HAS 
FALLEN 


SUPPLIES AREN’T 
GERING 

^ THROUGH M 




Four gruelling years of war in terrifying weather 
conditions. There are no rules, you are the frontline 
Commander. Take your troops from Moscow’s Red 
Square to the fall of Berlin. 


Choose from rocket artillery, off-map artillery, flame¬ 
throwers and 780 different vehicles. With over 300 
squad types and 60 different kinds of soldier. 
You have everything you need to succeed - are you up 
to the challenge? 


The battlefields are true but the outcome is unwritten 


Experience 



Fast forward your PC. 

Enrich the experience with Windows* 98 


Gamine 


Microsott' 


PlAY IT FREE ON ZONE.COM/UK/ 


where do you want to go today?* 


Visit www.microsoft.com/uk/gameszone/ Available from these leading National Retailers: 

Electronic Boutique, Game, HMV, John Lewis Partnership, PCWorld, 


Microsoft and Where do you want to go today? are 
registered trademarks of Microsoft Corporation 
in the US and/or other countries. 









HOT OFF THE PRESS 




hristmas is behind us and 
the new year has begun 
with rumours abounding 
around the video games industry. 
Hottest gossip from the festive break 
surrounds the possibility of a new 
games show for the general public to 
be held in London. Both America and 
Japan have massive video game shows 
which offer the public the chance to 
see all the latest games and try them out for themselves, but for too long there has not 
been anything similar in the UK. This will, hopefully, now be changing with the organisers 
of Europe’s premier computer trade show. Miller Freeman, rumoured to be looking at the 
possibility of a new show towards the end of August at the London Olympia. With ECTS, 
the trade-only show, currently taking place over the first weekend of September at the 
same venue, the intention is for software publishers to use the same stands for both 
shows, cutting the incredible costs that such events can often demand. 

Although there has been no official announcement from Eidos, it seems likely 
that there will be a sequel to the impressive Thief: The Dark Project. Admittedly, 
in today's gaming environment where anything that sells is immediately snapped 
up for a sequel this is nothing of a major surprise, but at least you can say you 
heard it here first. The rumour stems from an Internet chat session in which Tom 
Leonard, who worked on the development of the original with Looking Glass, 
commented that the company was "proceeding on the assumption that there 
would be a Thief 2." With the original now out in the shops, we can only assume 
this to mean that work has already started on the sequel. 


As the New Year begins in earnest we dig under the headlines 
to find out all the latest gossip from around the globe. 


Rumour Mill 


MATTEL'S ACQUISITION OF THE LEARNING COMPANY SHOULD PAVE THE WAY FOR MORE GAMES LIKE 
BARBIE- RIDING CLUB AND HOT WHEELS WF CAN HARDLY WAIT? 

Other gossip we've unearthed for you this month includes the news that 
Creative Assembly hope to use their superb Shogun: Total War for both an 
American Civil War and Napoleonic War game. One of our roving reporters went 
up to see the development team working on Shogun, and after recommending 
a Napoleonic War version of the game, the development team explained that 
such a game, along with an American Civil War one, was already part of their 
grand battle plan. We can't wait to see how it develops. 

American toy giants Mattel recently announced the takeover of The 
Learning Company, which itself recently acquired both Mindscape and Red 
Orb. The deal is regarded as a clear sign from the toy manufacturer of its 
intention to move into the video game market, following similar moves by 
both Hasbro and Lego. Although no new product have so far been 
announced, it's believed that Mattel will look to start their own range of 
video games and edutainment titles based on their more popular brands, 
such as Barbie and Hot Wheels. 



I N HIS TRAVE L S TO CR E ATIV E ASSEMB L Y . OUR ROV I NG R E PORT E R H E ARD N E WS OF P L ANN E D AM E R ICAN CIVIL WAR AND NAPOLEONIC WAR SEQUELS TO THE FORTHCOMING SHOnUN- TflTAI WAR 

AFTER HOURS - ALPHA CENTAURI _ 



id Meier proves he has lost none of his touch with a 
turn-based strategy game that's made of the same 
sterling stuff as Civilization I and II. Although it may not 
have the Civilization name attached to it. there's no doubt 
that this game picks up where Civilization II left off. With 
resource management, 
technology research, dozens 
of units and superb 
multiplayer options, this is 
the best strategy game 
since the masterpiece that 
was Civilization II. 
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CHART REVIEW 


No surprise to find Lara Croft back atop of the charts with Tomb Raider III jumping 
straight in at number one! It may not be far removed from the second in 
the series, but it’s still the gamer’s choice, with thousands of you snapping ^ 
up the game immediately after the game’s release. Half-Life, our game of 
the year, has also done well, claiming the number two spot ahead of ^ f I 
Electronic Arts’ FIFA ‘99. Completing this month’s top five are Microsoft’s 
Combat Flight Simulator and Telstar’s South Park Screensaver. ^ 



CHARTS 

TWENTY 



2 

3 

4 


Tomb Raider III 

Eidos 

FIFA '99 

Electronic Arts 

Half-Life 

Cendant 

South Park Screensaver 

Telstar 


Combat Flight Simulator 

Microsoft 


6 ... Barbie; Riding Club 

7 .... Colin McRae Rally 

8 ... Lego Creator 

9 . Titanic - Adventure Out of Time 

10 ... Gangsters: Organised Crime 

11 ... Microsoft Flight Simulator "98 

12 . Populous: The Beginning 

13 . Age of Empires 

14 . The Biggest Names, The Biggest Games 

15 . Settlers III 

16 . Star Wars: Rogue Squadron 

17 . Grim Fandango 

18 . Grand Theft Auto 

19 .. World Cup '98 

20 . Age of Empires: Rise of Rome 


Mattel Media 
Codemasters 
Lego 
Europress 
Eidos 
Microsoft 
Electronic Arts 
Microsoft 
EA 

Blue Byte 
LucasArts 
LucasArts 
Take 2 
Electronic Arts 
Microsoft 



Each month, thanks to GamePlay. 
one ULTIMATE PC subscriber will 
win the top five new PC games. 



BUDGET TOP 10 

1. Tomb Raider: Unfinished Business! .Eidos 

2. Rally Championship—.Europress Software 

3. Theme Park..—.EA 

4. Theme Hospital- 

5. Dogz 3..... 


This Month’s Winner: 
Clint Masada, Deptford 


....EA 

...The Learning Company 

6. Catz 3..The Learning Company 

7. Cannon Fodder.___Virgin 

8. Total Annihilation...GT Interactive 

9. Key Clipart 25,000.....The Learning Company 

10. Settlers II....Blue Byte 


ULTIMATE PC'S CHARTS ARE SPONSORED 
BY MAIL ORDER SPECIALISTS. GAMEPLAY. 
TEL: 0113 234 0444 


A.W.0.L - BRAVEHEART 

E idos Interactive’s promising real-time strategy game. Braveheart. is now not 
due for release until May. or even June of next year. Originally the game, 
which is set in the Scottish Highlands and has been based upon the Hollywood 
blockbuster starring Mel Gibson, was due to be available in March, but this has 
now been dropped in favour of a summer release. Although this is nothing in 
comparison to the massive delays suffered by Daikatana and Tiberian Sun. it does 
mean that we will not be taking a look at the game next issue as had originally 
been intended. Instead, you’re just going to have to wait a couple of months to 
find out if it can live up to the sheer quality of the film. 





Computer Warehouse 

Cheap Mail Order Prices. All Latest Titles Available 


Showroom & Demo Area Now Open 

Try Before You Buy!! PlayStation & PC Hardware 
Mail Order Form 



Postage in the UK add £1.00 per Item TOTAL £ 
Outside UK add £3.00 per Item 


Name: Signature 

Address: 

Postcode: 

Credit Card No: 

Issue No. 

CASH, POSTAL ORDER, CHEQUE ( ALLOW 8 DAYS TO CLEAR) . 

VISA .XV ACCESS 


Telephone 01226 370700 

GAMES PLANT, Wentworth Rd, Penistone, Sheffield, S36 6ET. 



Tomb Raider 3 

OurSP 

27.99 

FIFA ‘99 

29.99 

Half-Life 

29.99 

South Park Theme a Screensaver 

12.99 

Combat Flight Simulator 

24.99 

Barbie: Riding Club 

25.99 

Colin McRae Rally 

24.99 

Lego Creator 

22.99 

Titanic:Adventure out of Time 

14.99 

Gangster :Organised Crime 

29.99 


OurSP 

Microsoft Flight Simulator 98 37.99 
FA Premier League Football 27.99 


PopuloUS:The Beginning 28.99 

Age of Empires 20.99 

The Biggest Games... 22.99 

Settlers III 28.99 

Star WarSiRogue squadron 27.99 

Grim Fandango 29.99 

Grand Theft Auto 18.99 

World Cup 98 19.99 
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If I had a quid for every girlfriend kidnapped by some dastardly fiend or other. 

I’d have a big pile of cash and no mistake. And today I’d be one pound richer! 


kidnaps the beautiful Jennifer. 
Jennifer's boyfriend, David, is 
naturally a bit miffed at this and 
sets out to kill Silver and rescue his 
beloved. Not an easy task, however, 
since Silver has all the fury and evil 
of hell at his command... but there 
you go. 


The player will take on the role of 
David in what promises to be a huge 
and action packed adventure 
featuring gorgeous graphics and a 
large number of diverse locations. 
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SOME FUNKY CAMERA ANGLES ARE DESIGNED TO GIVE SILVER AN ATMOSPHFRE ALL OF ITS OWN 


F inal Fantasy VII single- 

handedly transformed the 
console RPG into a big money 
mainstream genre. In Japan, the style 
has always been insanely popular. 
Those crazy Japs seem to lap up 


to the console-style presentation, 
which lacked sophistication compared 
to modern PC adventures. The control 
system was also geared up for console 
users, based as it was on a joypad 
rather than the mouse. So the market 


it in around 32 hours of solid playing 


anything and everything, but few of 
the dozens of Japanese RPGs ever saw 
European release. A few, like Zelda, 
were big hits over here, but not many. 
Perhaps surprisingly, given the amount 
of rabidly enthusiastic press afforded 
to the PlayStation version, FFVII never 
set the PC world alight in quite the 
same way. This could be due 


for a really top quality action RPG is 
still wide open, and Infogrames mean 
to exploit it with Silver. 

It's a classic story of good against 
evil. Silver is an evil Sorcerer who 











A mysterious character. Chiaro is skilled in the use of magic and 
therefore a vital member of David's party if he is to succeed. 


Cagen is a travelling companion of David and trained the ways of 
martial arts. A good chap, therefore, to have on your side in a scrap. 


David isn’t the kind of bloke to sit by and watch his girlfriend get whisked off to 
the netherworld without attempting to do something about it. Worra hero, eh, girls! 


The buxom warrior maiden is a great ally, but it’s probably unwise to get drunk and 
try to cop a feel. You might just wake up with something missing! 


Another straight-talking warrior of the female persuasion. Davey boy is 
clearly quite adept at surrounding himself with the ladies 


One of the main areas in which the 
developers are concentrating is the 
control system, and in this Silver 
sounds quite innovative. Normal 
movement uses a familiar point n' click 
interface, but in combat mode it utilises 
the mouse as a kind of 'virtual arm'. 
Move the mouse left and David will 
swipe his sword to the left. Move it 
forward and he'll performing a lunging 
attack, and so on. It's one of those 
things you can't begin to assess until 
you've tried it for yourself, so we'll 
reserve judgement. If it's well 
implemented it could be excellent. Then 
again, it could turn out to be a complete 
nightmare. We'll have to wait and see. 


some idea of just how big it's going to 
be, and also the amount of detail in 
there. We're told the official testers can 
finish it in around 32 hours of solid 
playing. Bearing in mind these guys have 
been playing it since its embryonic stage 
and know every little nuance, you can 
bet it'll take the average Joe off the 
street considerably longer, and that 
adds up to a stern and lasting challenge. 
Hardly surprising when you consider 
there are going to be around 270 
different locations to explore, all 
beautifully rendered, and 56 characters 
to interact with, all brought to life by a 
team of professional actors. 

The whole adventure and RPG thing 
seems to be resurfacing with a 
vengeance. Grim Fandango is a corking 
example of the point n' click genre and 
Silver has the potential to cause a similar 
stir in its field. We're expecting a playable 
version any time, as it's due for release in 
February, but from the information 
available, this is looking like one to keep a 
keen eye out for. Review soon. 


what form the weapons take, some of 
the spells look pretty impressive, 
with old favourites like fireballs and 


number 

The player will have access to up 
to eight magic powers, collectible 
along the way, as well as extra 
weapons, items and keys, all 
accessible through an inventory 
system. Though we can't yet tell you 


of diverse locations 

lightning and some interesting new 
ones too. 

Silver has been in production for around 
three years now. which should give you 


CDULD THIS BE THE RPG PC OWNERS HAVE BEEN CRYING OUT FOR SO LONG? ONLY TIME WILL TELL 


MAGIC 

MOMENTS 


hi 


Fire 

This enables you to 
summon fireballs of 
various strength or. if you wish, to 
create a defensive wall of flame. 


Ice 

Conjure up ice storms, 
freeze attacking enemies 
or fire deadly ice bolts. Ask your 
parents first though, kids! 

Life 

Predictably, this can 
restore health to injured 
members of your party. It can also 
be used as an antidote to poison. 

Lightning 
Probably the most 
impressive looking of all 
the magical powers - you can fire 
bolt of energy or create an 
electric shield. 

Earth 

Allows the user to 
summon meteors from 
nowhere, either as single projectiles 
or whole showers. Brolly time! 

Acid 

Ooh... sounds a bit nasty. 

This non-ecologically 
friendly power can produce poison 
clouds, acid rain and acidic bolts to 
fire at enemies. 

Time 

This power can be used 
on either friend or foe. 

Enemies are slowed down while 
friendly characters speed up 
under its influence. 








What makes it different? 

This type of control system isn't normally 
found in this style of game, which should add 
some interest to the combat. The storyline is 
also nice and original... well, the settings 
are at any rate. 

How's it looking? 

The rendered backgrounds look little short of 
stunning, although we’ve only got 
screenshots to go on at the moment. The 
characters are also nicely realised using 
polygons to give them a realistic three 
dimensional appearance. 

Where could it go wrong? 

If they don’t get it exactly right, the method of 
control could be a pain. Also, sometimes the 
storylines in these things tend to get a bit 
convoluted, so let’s hope they keep things 
reasonably simple. 


PUBLISHER 

INFOGRAMES 

DEVELOPER 

IN-HOUSE 

RELEASE 

FEBRUARY 

WEB SITE 

www.infogrames.com 

PLAYERS 

ONE 
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QUAKE 111= ARENA 

Quake II is still in many people's eyes, the best game ever, 

with the deathmatch mode single-handedly transforming multiplayer gaming. 
Now Quake III is imminent, and guess what? It's multiplayer-led. 



VUAKi: III 



[ 0 come on then, who hasn’t 
played Quake II at some point? 
No-one? Thought so. The game 
sold over a million copies world-wide and 
was an instant classic in one player mode. 
The multiplayer deathmatch mode, 



though, made Quake II and has to be one of 
the biggest phenomena ever in the history 
of computer games. Even if people didn’t 


constant shooting and killing action 
against corfiplete straggers across the 
globe or their friends (if playing over an 
office Network). Id software originally 
planned to produce a third sequel similar 
to the first two games, with a story- 
based solo player mode and an improved (if 
that’s possible!) deathmatch mode. 

Back in May of this year it was 
announced that the new Quake game 
would run with a completely new engine, 
sending a flurry of excitement through the 
computer games community. In June a 
rumour leaked that Quake III was to be a 
multiplayer-only game. This, it turns out, is 


This new multiplayer-only game is 

a brave move by Id and Activision 


own a PC then they would've played it on a 
friend’s. The non-stop action and frantic 
pace of this game mode made it an instant 
favourite with anyone who’s ever played 
computer games. Certainly the once 
revolutionary (but still impressive) 
graphics helped envelop the player in the 


not strictly true. Whisit the game will be 
multiplayer-led, it can still be played by the 
single player. Nothing had been heard since, 
until very recently, when some screenshots 
of the new arenas were released to the 
press. This new game is a brave move by Id 
and Activision, as a lot of people don’t have 



NQ-QN E KNOWS WHAT THIS W E AP O N IS. BUT SUFRCE TO SAY IT L O O K S M I GHTY IMPR E SSIV E - A LMOST AS GODD AS.THE BACKGRDUND, WHICH IS VASTLY IMPROVED DVER QUAKE II S ONCE IMPRESSIVE STANDARDS 
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Quake HI: Arena | 


easy access to the Internet. But suffice to 
say, judging by what's been seen so far, 
these people will be trying to get on-line 
come hell or high water. 

Jumping out of your skins 

With an emphasis on deathmatch gaming, Id 
are making sure that Quake III: Arena will 
contain some of the best levels yet seen in 
Quake games - and not only in the graphics. 
The backgrounds are now more detailed, 
have more textures and are also smoother, 
with huge tunnels and sewer pipes inviting 
the player in. There will also be more 
themes in the background, from the neo¬ 
gothic architecture associated with Quake II 
to ones set in space with alien bio¬ 
mechanical materials and even levels set in 
sewers and tunnel systems. The Satanic 
references will also be kept but, again, 
improved over what’s gone before - this 
time, as you explore deeper into the arenas, 
the references will become more 
widespread and more gratuitous, adding to 
the sense of atmosphere. One arena may 
even have mirrored ceilings - not only an 
impressive technological feat but also an 
extra element in the gameplay, because 
players will be able to keep track of one 
another as they run around. 

So what have Id done with the graphics 
for the players? In Arena there will be 20 
selectable characters, including several 
from previous Id games like Doom and 
Wolfenstein, and maybe, just maybe, a 
murderous French maid character. 
Although nothing has been confirmed as 
yet, hopefully players will be allowed to add 
their own 'skins' to the characters as in 
Quake II. Only in this game could you be 
engaged in a shoot-out with Kenny from 
South Park armed with a BFG! This would 
admittedly be difficult to achieve because 
Id have been doing some work on improving 
the characters for Quake III. Each character 
has frighteningly realistic shading effects, 
giving every surface a more rounded look, 
and body parts will now be segmented, 
allowing proper decapitations and 
dismemberments (the characters are now 
made from at least 100 more polygons). 


BUT n s JUST MOT BOOD EMDUGH 

n t’s not yet been disclosed how many arenas Quake III will contain, but 

suffice to say many experienced Quake II fans will want more. Hopefully a 
planned arena editor will be released with the game that will allow you to design 
your own with ease. The new graphics system will allow players to design their 
own arenas in as simple or as complicated a way as desired. Even hills can be 
manipulated into giant spirals or tunnels with huge banking curves. If Id can 
include this and people put their own arenas on the Net, there'll be an almost 
infinite number of possibilities. 




These maimings will now be possible 
with Id rectifying what was perhaps the 
only bad point about Quake II - no melee 
weapons. Now there will be weapons such 
as maces and grappling hooks, and used in 
conjunction with the new Beserker power- 
ups where one hit kills your opponent, they 
should actually add another element to the 


game. Flame-throwers and a few more, 
as-yet-undisclosed weapons will be 
included as well as a possible rocket pack - 
all of which will now be clearly visible and 
recognisable to the other players. If you 
get into more trouble than you can handle, 
though, you can now drop all of your 
weapons and run faster than before. 



The best is getting better? 

Certainly this game is sounding like it's 
going to be very impressive indeed, as the 
screenshots will testify. Everyone in the 
office - all confirmed deathmatch fans - is 
licking their lips in anticipation of what will 
almost certainly be the greatest 
multiplayer experience ever. So you're 
probably asking 'where's the challenge? 
What have I got to aim for?' Id have even 
thought of this and are including a series of 
rankings from 1-100, which you have to rise 
through in order to see the game’s 
cinematic ending. Among these 100 
opponents in groups of four will be Bots, 
but not Bots as you know them; Id are 
planning to give each one its own 
personality and tendencies about picking up 
ammo, weapons and even how aggressive 
they will behave in attacking you. Watch 
A DARK AND FOREBODING CORRIDOR. PROBABLY WITH SOMEONE ELSE WAITING UP THERE WITH A BFG! _ this Space for any further newS. ■ 


FIRST IMPRESSIONS... 


Will this take over from Quake II 
as one of the best games ever? 

It just might, with gob-smacking graphics and 
gameplay that’s designed to increase the 
enjoyment of multiplayer gaming. 

What about people without 
Internet or LAN access? 

Well it looks like they'll just have to beg. 
borrow or steal these facilities, because 
Quake III could be THE gaming experience 
of the decade. 

Any chance it won’t 
actually be any good? 

None whatsoever. Id certainly aren’t going to 
mess this game up. 
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MORTYR 


Go back in time and destroy the tyranny 

All in a day’s 




ere comes yet another first- 
1 person shooter, and with the 
stuff like Sin and Half-Life just out. the 
genre is going to be harder than ever to 
break into. A decent storyline is one way 
to increase interest in a normally 
mindless style of game, and Martyr has 
the kind of plot behind it that could 
send even hardened adventure fans 
running for cover. Time travel. World 
War II, alternative realities - it doesn't 


of Nazi Germany. 

work for your average games hack! 


sound like any first-person shooter I've 
ever come across! 

The year is 2093, and the world is 
under the evil control of the Nazis who. 
in this particular reality, won the second 
world war and swept aside all 
resistance. Sebastian Mortyr was a 
soldier in the German army until he 
began to question the methods and 
motives of his employers, and now he's 
on a mission to end their tyranny. 


However, the globally dominant Germany 
of 2093 is too powerful to take on. The 
only way Sebastian can hope to win is to 
return to 1944 and see that the Allies 
win the war. Fortunately for our Seb, 
one of the Germans' top secret projects 
during those last months of WWII was a 
time machine with which they were able 
to alter various moments through 
history in such a way as to ensure 
victory. Having found the machine. 



Mortyr has the kind of plot behind it 

that could send even hardened 
adventure fans running for cover 
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invented by Professor Hans Leiberman, 
Sebastian uses it to transport himself 
back through time to meet the 
professor before the machine was 
finished and persuade him not to 
complete his research. Unfortunately a 
slight cock up on the calculation front 
means he materialises outside the 
installation where Leiberman works and 
he's confronted by a good portion of the 
German army. This is where the player 
will take over, in what looks like an 
interesting twist on the first-person 
shooter formula. 

Don’t mention the war 

There'll be twenty levels in the single 
player game with graphics designed to 
conjure up the ambience of the wartime 



flag plus a unique co-operative mode 
where players will work together 
against human or computer opponents 
to complete specific mission objectives. 
This, in particular, sounds interesting. 
The co-operative side of multiplayer 
gaming has barely been touched upon, 
yet every first-person shooter in the 


The co-operative side of multiplay^ 

gaming has barely been touched upon 


scenario using an all new 3D engine. 
Enemy Al is a big feature. Soldiers will, 
apparently, run when they're wounded, 
call for back-up when they're pinned 
down or outnumbered, use cover to hide 
behind and even collect power-ups - in 
fact every trick we humans have used 
against the computer in the past, the 
computer will now be able to pull on us! 
There are going to be twelve weapons, 
including contemporary ones like 
Spandaus and Lugers, plus more 
advanced stuff brought back from the 
future to give you an edge over those 
nasty old Germans. Multiplayer modes 
will include deathmatch, capture the 



world comes with boring old 
deathmatch as standard. It's good to 
see someone finally making the effort 
to do something a little different. 

Half and half 

Half-Life has set the new standard for 
first-person games. People have finally 
realised that trying to beat Quake at its 
own game (i.e. as a multiplayer game) is 
a pointless task. It's fast, simple and the 
perfect way to blow friends and 
complete strangers away without doing 
a 20 stretch between rounds. What 
Quake lacks is a compulsive single player 
mode. Half-Life is the first game of its 





type to build up the tension slowly 
before, and not actually letting you loose 
with any serious weaponry until you're 
well into the game. The way it sets 
things up is almost cinematic. Sin went 
for a different option, with cause and 
effect playing a large role. What you do 
at the beginning of a level can effect 
how things work out later on. Martyrs 
story and the setting are what 1-Magic 
are hoping will set it apart. There 
certainly haven't been any WWII based- 
based games of this type I can think of, 
and the history-altering time travel 
element makes it even more interesting. 

Our version plays a little slow and is 
clearly a long way from completion, but 
only triple 'A' product is going to 
muscle its way into contention in such 
a congested corner of the market. We 
await developments with interest. ■ 



FIRST IMPRESSIONS... 


So it's more than just another first 
person shoot-'em-up? 

Yes, the intricate storyline gives it the 
an adventurey feel, although it’ll still 
action orientated. The preview version 
was too slow and unstable to make any 
real judgments on this score, though. 

It soinds like the multipUiyer mode is 
going to be quite an important element 
of the final game... 

Sin and Half-Life are probably the most 
playable first-person shooters in single 
player mode, while Quake has the 
deathmatch market pretty much 
cornered. However, Martyr’s co-operative 
multiplayer options could be excellent. 

How’s it looking? 

The graphics aren’t that hot but. as 
I’ve said, the preview version is very 
early and were expecting a lot of 
improvements. 
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EA are one of the most prolific publishers around these days, ^ ^ 

either through their own channels or through the many companies 
they own or work with. This month we have four games being 

published by EA that may have been hidden by the FIFA '99 publicity. 


operation and even zoom in to an up- 
close. third-person real-time action. 
Sounds like it could be a very impressive 
game, especially considering the 
reputation Jane’s has for producing 
authentic sims, whilst the scale of the 
game may also help as it will even allow 
you to give orders to individual planes on 
aircraft carriers. 


Arabian Sea and the Kurile Islands - 
perhaps more familiar places such as 
the Atlantic and Pacific oceans may be 
included as well. You can control one of 
16 nations' naval forces from missile 
carriers and frigates, right up to 
aircraft carriers and nuclear 
submarines. When engaged in combat, 
you'll be able to survey the whole 


This upcoming RTS game is being 
developed by Jane’s, the EA subsidiary 
renowned for their accuracy and 
attention to detail where military 
hardware is concerned. The game will 
involve conflicts fought in real-time, 
over day/night cycles and realistic 
weather effects. Each will be set in real 
locations around the globe such as the 


REAL WORLD, REAL CONFLICT, REAL TIME 


n££T 


you’ll be able to run the fire and 
health services if everything gets too 
much. Other new features will be the 
ability to zoom into individual citizens 
and find out what they think of your 
work and the ability to trade with 
other cities. An old classic may finally 
be revamped for the late nineties. 


Francisco, London and Berlin, as well 
as the expected randomly generated 
landscapes. As a result you’ll also get 
the option to include famous 
landmarks such as the Statue of 
Liberty, the Empire State Building and 
Big Ben in your cities. Instead of 
running the whole city, this time 


A long delayed and eagerly 

awaited new Sim game from 
Maxis, this is a departure 
from the previous Sim City games in 
that it will feature some of the 
world’s greatest cities where you 
have to build up on the same 
landscape as places such as San 
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W e mentioned last month that 
Virgin's motorcycle sim. 
Superbikes, was due to be 
released before Christmas. A lot of 
calls have been received in the UPC 
office about this game since we had 


an exclusive review way back in Issue 
14 (91%). This is almost definitely the 
most realistic and impressive looking 
motorcycle racing sim we’ve ever 
seen, and judging by the number of 
phone calls about It we’ve received, 
you agree with us. The reason for 
the confusion lies In EA’s recent 
acquisition of the publishing 
rights from Virgin Interactive. 

The game was originally going to | 
be released several months ago, f 
but after EA bought the rights, 
vit's been stuck in limbo. EA have 
\ such a busy publishing 


schedule at the moment that 
Superbikes has been put back until 
EA’s marketing machine can get 
fully behind it. Hopefully the game 
will finally be released sometime in 
March of this year. 


kay, nothing official has been announced yet, but we all know it’ll be inevitable. With each 
successive FIFA game getting better, hopes will be high for this game - not least the hope that it 
won't be like a sequel to FIFA 99 and will actually be worth splashing out on. After EA recently 

i _ acquired the exclusive rights to all Premiership names and 

§■ logos, this new football game will definitely be as in-depth and 

full of stats as all previous 


FIFA releases. More news as 
and when we get it. 


THESE AREN’T SHOTS FROM FIFA 2000 
BUT FROM THE ‘99 VERSION INSTEAD. 
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Gladstone 


Back Next 


■ _ I his second sequel is being developed by 
“ I ■ Westwood Studios, newly acquired by EA from 

.. . ./'-Virgin and most famous for the Command and 

Conquer series. This new RPG features stunning graphics 
and an epic quest over six different worlds. The hero, 
played either as a thief, a warrior, a wizard 
or a cleric, is on a quest over the course of > 
a 24 hour period to both acquire the throne 
to the kingdom and at the same time save s 
his own soul. This game will feature more | 
character customisation and hundreds of ' - 

new spells. You must travel from your own | 
world. Gladstone, to five other worlds. i 

including frozen wastes, a desert and the i . 

feral Underworld. Each of these worlds will i " 
be presented with some stunning graphics \ . 

and awe-inspiring creatures. At this point » ^ 

it’s looking very impressive and might well | . ; 

be hailed as a benchmark RPG by which all 
others will be based. Tl)e PCil 
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I'LL BE 


What’s with all the sequels 
these days? We assess 
the advantages, 

the disadvantages, 
the good, and the bad... 
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time and again with only a precious few 
showing any real innovation. It's a 
catch 22 situation where the few 
developers who do try to do 
something different find it difficult 
to get the financial backing, 
whereas proven genres such as 
football and racing games 
continue to be churned out. 
Ironically everyone's always 
after the next Doom or CQC, 
but nobody's prepared to 


take the plunge and invest. As a result, 
any original and successful game, like 
Tomb Raider or Dungeon Keeper, is 
bound to get a follow-up. 

The good, bad and ugly 

Just like everything else, there have 
been some sequels that are good, and 
some smell of wee and have steam 
rising off them. Quake is a prime 
example of what's needed to make a 
successful sequel to a great game. 


n he games industry is run on 
two separate levels. And. as 
with most other aspects of 
the business, each has their own 
agenda when it comes to sequels. On 
the one side you have the 
programmers and developers who 
create the concepts, and on the other 
the businessmen who's job 
it is to make as much coin 
as possible. It's 
tempting to see 
them as the bad 
guys, but without 
big money 
investment, 
modern games, 
with their vast 
development times 
and budgets, simply 
wouldn't be viable. In 
the old days many 
programmers worked 
by themselves, 
producing all the music, 
graphics and code for the 
game. These days an average game will 
probably have a dozen people involved in 
the production process - specialist 
artists, musicians, coders, designers, 
testers - all of whom are on a salary. If 
you consider it generally takes a game 


0 from the conceptual stage 
) hitting the shelves, in 
lat time no revenue is 
earned but people still need 
to be paid. That money 
has to come from somewhere. 

It's also tempting to see 
programmers as the innocent, 
put-upon souls having their 
creative wings clipped by the 
marketing people, but. 
again, that's not quite the 
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Populous and Populous II both predate 
the 3D revolution by several years, and 
in that time the God genre they started 
has been monopolised by a certain Sid 
Meier. In response. Bullfrog went for a 
style of gameplay more akin to 
Command Q Conquer but created a 
game environment like nothing else 
around. In effect, all that links Populous: 
The Beginning to its predecessors is the 
Populous name, but having gone as far 
as they could with the original format, 
this has breathed new life into the 
brand. On the other hand, with Dungeon 
Keeper II they've gone the opposite way. 
tweaking, updating and improving but 
retaining the same format and 
gameplay as the original. 

EA update their sports titles every 
year, but let's take FIFA as an example. 


There have been some sequels 

that are good, and some smell of 
wee and have steam rising off them 


Doom launched first-person shoot- 
'em-up as we know it today and was 
ground-breaking for its time. 
Wolfenstein had gone before, but 
Doom was the first game to create a 
totally believable and immersive true 
3D environment. It was the first game 


was more of the same with, some have 
suggested, inferior level designs. 77?/// 
Chucked in a few extra vehicles but 
still failed to sufficiently expand on 
what had already been done. In all the 
clamour to get Lara Croft accepted as 
some sort of cyber supermodel by the 


that could genuinely boast to make 
players jump, but now its single plane 
of view and simplistic textures look 
primitive and dated. Still, how to 
follow a legend? Quake and Quake II 
have showed the way. retaining 
Doom's intense atmosphere but 
adding loads of new 
gameplay features and 
making use of the superior 
3D technology of 
contemporary PCs. 

Tomb Raider II, by 
comparison, didn’t really 
take the game on at all. 

We're told that second 
time around there were 
more polygons, better 
frame rate. blah. blah. blah. At 
the end of the day. however, it 


mainstream media, getting the game 
finished and out seemed almost like an 
unnecessary inconvenience for the 
publicity people, hence graphical bugs 
and nothing new for the player. 

Bullfrog approached the latest 
Populous sequel very differently. 


DOOM ESTABLISHED THE FIRST-PERSON SHQOT-TM-UP GENRE AS IT IS TODAY, THEN QUAKE ARRIVED AMD. WITH THE F!ZZ OF THE BFG. ENSURED THAT MULTIPLAYER GAMING WOULD NEVER BE THE SAME AGAML 
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POPULOUS: THE BEGINNING SHOWS THAT A SEQUEL DOESN'T NECESSARILY HAVE TO REHASH THE ORIGINAL TQ BE A SUCCESS. ISN’T 3D MARVELLOUS? 


Alien 3 and Resurrection, and so on). 

For games the rules are slightly 
different, however. Rather than a whole 
new story, a game sequel can simply 
update what’s already there to make use 
of new hardware capabilities. The basis of 
most good movies is a good story, but 
games are all about gameplay. Movie 
sequels that simply rehash the plot of 
the original are boring, but good 
gameplay is timeless. With movies it's the 
characters people go back to see. but few 
games characters are so enduring. 


Way back when 

Game sequels aren’t a modern 
phenomenon. Manic Miner, Monty Mole, 
Jet Set Willy, Imjpossible Mission, 
Barbarian and Way of the Exploding Fist 
are all examples of classic computer 
games rejuvenated by follow-ups. Why 
should these have been successful, 
however? We’ve already suggested that 
most game sequels these days simply 
update the original gameplay to take 
advantage of better hardware. Back in 
the eighties, though, unless you were 
very lucky, or rich, the hardware 
remained the same. The Spectrum and 
Commodore 64 were popular for ten 
years, and though the boxes might have 
evolved, what was in ’em in 1992 was the 
same as what was in the ’em in 1982. It’s 
a mark of how things have come on. the 
fact that we can now liken game sequels 
to films. Back in those days it was pure 
gameplay and imagination. To look at 
now. most Spectrum platformers look 
pretty much the same, but some of them 
had got it. and some of the them didn’t, 
and that’s why we remember ’em. 

Certain games became successful 
because people loved them and demanded 
more of the same from the follow-ups. 


Up until Road to the World Cup all that 
really changed were a few graphical 
improvements and various team line-ups 
from one game to the next. Then RTWC 
radically improved the gameplay and. 
since then, it’s back to the old story. 

New teams, new front ends but very 
little difference in the actual games. It's 
cynical manipulation of a gullible market. 

Geoff Crammond produced the first 
truly great driving simulation when he 
unveiled Formula 1 Grand Piix in 1992. and 
even very few games have come close to 
matching its addictiveness and sense of 
realism. GP2 brought the graphics bang 
up to date, along with the various FI rule 
changes and an improved physics engine 
for the cars, and GP3, due sometime in 
the new year, is almost certain to be the 
racer of '99. Two updates in seven years - 
EA would do well to pay attention. Too 
much too soon simply saturates the 
market and bores people. 


The emergence of games as a 

mainstream leisure pastime coincides 
with the sequel era in the movies 


Not as good as the first 

If you think about it, the emergence of 
video games as a mainstream leisure 
pastime coincides spookily with the 
sequel era in the movies. It wasn’t until 
the late 70s/early 80s we started seeing 
numbered sequels in the movies. Rocky 
(four sequels), First Blood (two sequels). 
The Terminator (one sequel). Back to the 
Future (two sequels). Lethal Weapon 
(three sequels). Beverley Hills Cop (two 
sequels). Gremlins (one sequel). 
Ghostbusters (one sequel with a another 


pile of toss that was The Revenge). The 
Blues Brothers (one sequel) - these and 
more originally came out between 1978 


one in the pipeline, allegedly). Alien (three 
sequels). 48 Hours (one sequel). Jaws 
(three sequels, if you can bring yourself 
to stir up memories of the blaspheming 


and 1988. yet how many movie sequels 
can you think of before that time? Not 
many. I'll be bound. 

There’s always been a saying about 
films that sequels are never as good as 
the original and, as a general rule, this is 
true. Aside from the likes of Back to the 
Future and. of course. Star Wars, which 
were originally written as trilogies, movie 
sequels tend to be pale rehashes of their 
original inspiration (Blues Brothers 2000). 
fun and watchable but lacking the edge 
(Gremlins 2, Ghostbusters 2). or simply 
naff (Rocky 3-5. all the Jaws follow-ups. 
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AL KING, 

UK MARKETING 
DIRECTOR, EA 


0: Why do a sequel? 
h Three key reasons; 

1) The whole market is driven by 
new technology. 

2) Building brands that the consumer 
can trust. 

3) To satisfy the wants and needs of 
our consumers (i.e. in response to 
their feedback). 

If you do a content analysis of which 
games are in demand and therefore 
sell well year In and year out in the 
UK. no surprises, it's football, driving 
and action games on console, and 
strategy and management games on 
PC. Every year the technology moves 
on. and so it’s possible to make last 
year’s football game proportionally 
better this year, and It doesn’t make 
any sense calling each iteration 
something different. Hence our 
strategy of having key properties in 
the most popular categories, 
branding them, improving them and 
sequeling them. Our consumers start 
asking us when the next version is 
going to be available almost as soon 
as we release the latest version! 



0: Do successful games always make 
for successful sequels? 

Usually. But there are 
mitigating factors: 

1) The technology has to have moved 
on sufficiently to update the prequel 
in a meaningful way. 

2) The market has to be there to 
support it - too late on in a format’s 
life can be the wrong time. 

3) Competition product has moved 
further, quicker. 

4) You mess up on the branding and 
confuse the consumer. 

0: Do sequels, by their very nature, 
stifle originality? 

jj- Clearly not - see above point about 
the whole market being driven by 
new technology. In many ways, it 
forces competition and innovation 
e.g. this year's FIFA. 

0: What are the advantages to doing 
a sequel? 

Software development is a 
continuous process. On the development 
side, it allows our artists to continue to 
develop and innovate, introduce new 
features, fine tune gameplay etc. 


iUsON. 

OWNER AND HEAD 
OF DEVELOPMENT 
AT REFLECTIONS 


0: Why do a sequel? 

Only a small percentage of original 
titles are ever hits. The ’hit rate’ for 
sequels Is much higher and seen as 



much lower risk by publishers. It Is 
easier to persuade someone to buy 
the sequel to a game they enjoyed 


than part with cash for a game which 
may be a disappointment. 

It also allows a brand to be 
established which, if looked after, can 
produce further games or spin-offs. 
That brand can be incredibly powerful 
and valuable - look at Lara Croft. The 
company which owns the brand Is 
very valuable. It allows the developer 


and publisher to maximise their 
revenue from the original ’good idea’. 
It also gives the developer a chance 
to explore avenues that may not have 
been possible in earlier versions of 
the game due to time or technology 
constraints. This was very much the 
case with Destruction Derby. Time 
was critical in the first game and 
many ideas in the original design had 
to wait for DD2. Sometimes 
sections of code can be used from 
the original game allowing the 
programmers to concentrate efforts 
on enhancements or new effects 
instead of reinventing the wheel. 



The press are usually eager to find 
out about sequels to successful 
games, whereas attracting their 
attention with a brand new game is 
more difficult. For a magazine, the 
’scoop' on a sequel can be a real 
’feather in their cap’, and this can be 
used by publishers as a negotiation for 
front covers or additional coverage. 

0: Do successful games always make 
for successful sequels? 


It has to be handled very carefully - 
It is easy to destroy a valuable brand 
with a bad sequel. And it often seems 
like the sequel has to be at least 
twice as good as the previous game 
to be perceived as any better at all! 

Q: Do sequels, by their very nature, 
stifle originality? 

Not necessarily. Mario 64 was 
essentially a sequel. Years ago we 
produced a game called Shadow of the 
Beast. The original was a simple arcade- 
type game, whereas the sequel was 
completely different, being more of an 
adventure with complex puzzle solving. 
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It often seems like the sequel has to be 
at least twice as good as the previous 
game to be perceived as any better 
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Sequels versus original is a question 
of balance. As a developer, we recognise 
the importance of sequels but would 
not wish to spend all of our time 
developing only sequels to previous 
games. In any case, we have to create 
originals to ever be in a position to 
produce a sequel. 

0: What should a sequel aim to achieve? 

The sequel should have worthwhile 
additions or improvements, or in the case 
of some games it could take the story’ 
further. It should not simply be a case of 
same game with new levels or graphics. 
We tried to make Destruction Derby 2 
head and shoulders above DD1 and seen 
by players as a genuine enhancement. 
Platform transitions are a good time to 
use sequels. Mario 6k was an excellent 
example of a sequel using the advantages 
offered by fresh technology. 


SAM FORRESl 

PR MANAGER, 
SALES CURVE 
INTERACTIVE 


0: Why do a sequel? 

Carmageddon II was made simply 
because SCi and Stainless wanted to 
do so much more with Carma I but we 
simply ran out of time. Carmageddon 
II featured everything that was great 
in Carma but took it further, i.e. 
breaking glass, fall apart cars etc. etc. 
A sequel just had to be done ! 

Q: Do successful games always make 
for successful sequels? 


Not in every case. I think to be 



successful, you need to keep the 
original gameplay. i.e. the thing that 
attracted gamers in the first place, 
but you also need to throw in as many 
new features as you can to make the 
new game stand out from the original. 
This will give the player the feeling 
that the game is not 'just as good as 
before’, but better. 

0: Do sequels, by their very nature, 
stifle originality? 

No. if done properly a sequel can 
introduce even more original ideas 
and concepts. 

0: What are the advantages to doing 
a sequel? 

Brand recognition, a good starting 
point, and you know what people liked 
and disliked about the previous game, 
therefore you can build on what they 
liked and get rid of what they disliked. 

0: What should a sequel aim to achieve? 
Originality, but familiarity. 


ttKIilGHTON. 

PR MANAGER, UK 
AND EXPORT 
DIVISION, GT 
INTERACTIVE 


0: Why do a sequel? 

It's been pretty well documented that 
Abe's Exoddus isn’t actually part of the 
Oddworld quintology that was originally 
planned, but came into existence for two 
reasons: 1) The next game in the 



quintology - Munch's Oddysee - has a 
very ambitious design, and the machine 
doesn’t exist to deal with it yet. Once 
PSX 2. Dreamcast. Nintendo 2000 
(whatever) arrives, perhaps then work 
can begin. 2) Abe's Oddysee was just so 
well-received and public demand for 
more of the same’ was overwhelming 
that it was too good an opportunity to 
miss. It also allowed us the opportunity 
to tell more of the story that explains 
Oddworld. Lome banning is a right old 
genius, and - like George Lucas, for 
example - has the entire Oddworld story 
completed in his head (to have it 
explained in its entirety takes some 
hours!), with Abe's Oddysee being just a 
small chunk - the Star Wars Episode 1. if 
you will. So. Exoddus allowed us to 
introduce new elements that weren’t 
able to get into Oddysee (Mudokon 
emotions, more farts(l). more 
gamespeak, more characters, more 
possessions, etc. etc.) as well as expand 
on the story. In ten years time the 
entire story will be understood... 

0: Do successful games always make 
for successful sequels? 

History would seem to suggest this. 
People might complain that, for 
instance. Abe's Exoddus or Tomb 
Raider II (S III] are essentially just more 
of the same, but that’s often 
deliberate. When I finished Abe the 
first time round I felt quite upset cos 
that was the end. I would have been 
happy just to get more levels to play 
with - even if they had nothing new in 
them! Also, with a sleeper title like 
Oddysee, it can take people months to 
discover a game and fall in love with it. 
With a sequel, people are more likely to 
go out in the first few weeks of the 
title’s release to pick it up. You don’t 
necessarily have to convince people of 
your second title if you’ve proved 
yourself with the first. 

0: Do sequels, by their very nature, 
stifle originality? 

As mentioned above, originality isn’t 
always the aim. If the first game is 
successful, that’s probably because 



you got it right’ first time. The most 
disappointing thing for the punter the 
second time round is for everything to 
have changed. That said, you always 
have to improve. We listened to 
comments and incorporated ideas into 
the second Abe game - that’s how the 
much-praised Quicksave feature came 
to be. People thought it ended too 
soon, so we made it 2.5 times as big... 

0: What are the advantages to 
doing a sequel? 

It changes with each title, but you 
don’t necessarily have to introduce all 
the characters again. People are more 
likely to fall into place with the game 
faster than with a brand new game. 
It’s not too hard to convince people to 
buy a sequel as they may already have 
brand loyalty. Mortal Kombat has done 
well historically not just cos they’re 
such good beat-’em-ups. but because 
people start to connect with the 
characters and. on their first play of a 
new episode, go straight to their 
favourite before they even start 
looking at new characters. They look 
forward to seeing their old friends’ 
again. Sad. I know, but it was nice to 
see Abe again! 

0: What should a sequel aim to achieve? 

I think you try to understand what 
made the first game so popular, and 
then enhance this, make use of new 
technology and Ideas, and offer the 
punter not only what they loved about 
the first game, but new features to 
enjoy. \f Exoddus had been a 30 shoot- 
’em-up I. for one. would have been 
gutted! It’s a boring cliche, but don’t 
fix what ain’t broke. Perhaps just add 
some tinsel and glitter... ■ 
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I Preview 





Interstate '82 


In a foUow-up to 


the preview of this game a couple of issues ago, 

we have more details about some of the features 
in this promising sequel to Interstate 16. 


The game will be split over 25 
missions and incorporate an alternate 
universe Las Vegas. This will feature 
two casinos - the Tahitian, with its 
accompanying petrol station (definite 
potential there), and Nero’s Palace, 
with its own boulevard. The only other 
location in the game that’s been 
confirmed is the Zion Speedway in Utah 
National Park with tunnels, ramps and 
caves. The game’s environment, it 
seems, will be much more intricate 
than the original’s flat expanses of the 
Texan Panhandle. 

Interactive '82? 

This will also be complemented by 
realistic weather effects and a real life 


physics engine that will allow for more 
damage to the car. This is capable with 
the new graphics engine. The Dark Side, 
that can allow for such features as 
water rippling as you drive through it. 
better smoke effects and the ability for 
the damage sustained on cars to have 
more realistic effects. The vehicles’ 
images will be built in Soft Image, which 
can create a Large Drivable Mesh (LDM). 
What’s that? It’s a texture modelling 
system that can be used for better 
textures on the vehicles as well as the 
environment, also allowing for more 
interactions between the two. Now you 
can enter shopping centres, city 
streets and sewers with graffiti- 
adorned walls as well as uranium mines. 
In one level you even have to race under 
falling electrical towers! It certainly 
sounds impressive on paper, but it's all 
yet to be seen on the screen (hopefully 
very soon, though!) 

Another aspect of gameplay that’s 
been implemented is the ability to get 
out of your car and walk around. We’ve 
mentioned this before, but now have 
more detailed information about this. 


PUBLISHER 

ACTIVISION 

DEVELOPER 

IN-HOUSE 

RELEASE 

MARCH 

WEB SITE 

www.activision.com 

PLAYERS 

ONE+10 


□ Ithough specific details are 

unclear about this new game’s 
plot, it seems that it will 
follow on from the original’s in that it 
features Taurus (a non-playable 
character from Interstate 76) as he 
unfolds a sinister government plot 
involving organised crime, drugs and 
mysterious helicopters reported as 
UFOs which are in fact man-made and 
based in the sinister Area 49. It’s not 
confirmed as yet. but it seems that 
both Vixen and Groove Champion from 
the first game will appear in the 
game’s improved cut scenes (there will 
be about 40 minutes of such scenes). 
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Interstate 82 1 



As well as being able to go around on 
foot in order to get another vehicle, 
some levels will call for you to get out 
and run around to achieve your 
objective, as well as kill pedestrians in a 
more up-front manner. Apparently this 
aspect of the game will be something 
like a cross between Tomb Raider and 
Quake, although if it's going to be half 
as good as these two games then 
Interstate '82 could be the next real 
'classic' game. Perhaps this is jumping 
the gun a bit seeing as no-one's 
actually seen this in action. 

Presumably this aspect of the game 
will feature an assortment of weapons 



with which to kill both other 
pedestrians and vehicles (a nice big 
rocket launcher perhaps?). On your car. 
Activision are including some intriguing 
new weapons which will tie-in with the 
early-1980s feel of the Reagan years, 
with experimental technology and the 
Star Wars project. There will be a Maser 
(a microwave weapon). Carpoons which 
fix to targets and turn the ignition or 
serve as homing beacons for other 
weapons. Billiards Mines which bounce 
the cars around, lasers from orbiting 
satellites and a flame-thrower/acid- 
thrower (only a fire extinguisher and 
some baking soda respectively can 




n he multiplayer aspect of Interstate 16 was basically what made the game. The 
single player mode was a little lacking, but the multiplayer option for playing 
over the Net was a huge success, with people using their own cars against others. For 
Interstate ’82, Activision have paid a lot of attention to improving it. Now the players 
don't get a ‘Frag’ (a kill) until their opponents are dead, meaning that sometimes you 
might have to chase someone on foot or run them down. There will be more 
multiplayer arenas with vehicles of opportunity lying around for people to pick up, 
including motorcycles which are very fast, but also very weak. 



combat these weapons of attrition). 
Coupled with the more realistic damage 
physics on the vehicles, this could add 
up to a very exciting game. 

Back to the eighties 

Other new features include the option 
for doing up your car. but with the 
handicap of not being able to fit on 
everything that you want. Some 
thought will be needed when doing up 
your car! Apparently there will be about 
40 new vehicles, all based on famous 
vehicles from '80s TV and movies like 
Knight Rider. Magnum PI, Back To The 
Future and Airwolf. Activision still 
haven't managed to obtain permission 
to use real life vehicles, as no company 
would want to see one of their cars in a 
computer game getting blown up! Don't 
worry, though, because they will no 
doubt be easily recognisable. The 
controls are also slimmed down to aid 
the gameplay. It seems at the moment 
that Activision have certainly not 
rested on their laurels after the 
success of Interstate '76 and are 
producing a game worthy of being 
called a sequel and not simply a cheap W: 
cash-in. Let's just hope it lives up to 
hype when we review it next issue. 





It all depends on what the 
missions involve and whether 
they are varied enough for the 
solo player to keep playing. 


POSSIBLE 
CHART POSITION 


TOP 

10 



































We all loved Theme Park, but it wasn’t quite the classic that we 

were hoping for. Can Hasbro Interactive make good with 
their own take on the game? Or will Roller Coaster Tycoon be washed out? 


M any of you will have, at one 
time or another, played or 
heard of Sid Meier’s classic 
game. Transport Tycoon. More still will 
have dabbled with gate prices and over¬ 
salted the fries on Bullfrog's equally 
classic Theme Park. Now. if you are 
reading this with a nostalgia driven 
smile creeping across your face and a 
warm feeling in your heart at the 
mention of these two games, then hold 
onto your pants because Roller Coaster 
Tycoon, the latest offering from the 




amazing brain of Chris Sawyer, takes 
the best of both and blends them 
together into a game that could be the 
answer to all your prayers. 


The basic premise of Roller Coaster 
Tycoon is to build a profitable and 
popular theme park either from scratch 
or from an already started foundation. 
There are loads of levels, each offering 
different objectives in different 
environments, from heavily wooded lakes 
to barren desert landscapes. Firstly you 
are given an objective such as build a 
park that has. say. 600 customers in it 
and a rating of over 500, before the end 
of year four. To do this you are presented 
with a plot of land, a bank account and 
the tools you need to turn that land into 
Alton Towers without the crap bits. The 
objectives get considerably harder as you 
progress, and as you complete them 
more landscapes become selectable. 
Obviously your choice of rides is small at 
the start, but as you progress through 


the levels, the money that you can spend 
on research will pay off and some bigger, 
faster and altogether more pleasing rides 
start to become selectable. 





You may be thinking this sounds a bit 
too much like Theme Park for its own 
good, and up until the big rides start to 
appear you could be forgiven for your 


lack of faith. You see. the trouble with 
Theme Park was that, although you 
could fiddle to your heart's content with 
things like the salt levels in the chips and 






HIGHLIGHTS 


O ne of the features that made Theme Park such an enjoyable title was the 
ride designer. Roller coasters could be built to any shape and any height that 
the player liked. Not to be outdone. Hasbro Interactives Rotter Coaster Tycoon 
allows players to do much the same, although on a far grander scale. Players can 
construct massive roller coaster rides which will help attract more visitors. It's 
not easy, though. Build a roller coaster that's too boring and visitors will come 
away feeling disappointed. Build a roller coaster with too many tight twists and 
turns and the visitors will come off feeling sick and will promptly vomit all over 
the park. Not a particularly nice job for your handymen to have to clean up! A big 
ride is also harder for your maintenance men to keep running. 


Promises to be the game that 
Theme Park should have been, 
lots of rides to research and 
develop and great graphics. 

PITFALLS 

Theme Park lacked structure and 
direction in the shape of proper 
objectives. We need to see these 
in Rotter Coaster Tycoon. 


cSIIV^^OSITION 


quality of the prizes to be won on the 
shooting gallery, what you couldn’t do 
was build big, fast, realistic roller 
coasters and watch your virtual public 
cream their pants as they rocketed 
through tunnels, over lakes, doing 
corkscrews and loop the loops. This is 
essentially the difference between 
Theme Park and Roller Coaster Tycoon. 
Sawyer has taken the best bits of 
Bullfrog's game and made them bigger, 
better and. most importantly, more 
enjoyable. You still have control over the 
finer points of running the park such as 
choosing the shrubbery and hiring your 
staff, as well as the more important 
decisions like where you’re going to put 
the biggest crowd pulling rides and how 
much to charge Joe Public to use them, 
but it is the rides that are the crux of 
the game. Planning is all-important to 
your success; putting things in awkward 
places or having confusing path layouts 
will detract from the pleasure of the 
ever-critical punters, and in turn detract 
from your park’s rating. So it is no good 
just having a couple of massive white 
knuckle rides in your park if Mr and Mrs 
Bloggs can’t find somewhere to buy an 
ice cream and a balloon for little Johnny. 


Of course, it's the customers that will 
make or break your park, and you upset 
them at your own peril. Luckily you can 
check how each little blighter is feeling 
simply by clicking on them. This action 
brings up a viewing screen much the 
same as in Theme Park, that allows you 
to see how much they have spent, how 
they are feeling, what they are thinking 
and. more importantly, how much they 
have left to spend, so by careful 
watching and from the messages that 




consideration you can soon find yourself 
$20,000 in debt. 

With all these things to be keeping 
your eye on, you need a simple and 
intuitive control interface with which to 
do so. Luckily Roller Coaster Tycoon has 
just that - a control and menu system 
seemingly borrowed from Transport 
Tycoon that works like a dream and 
makes it all so much easier. The graphics 
and sound are nothing to write home 
about but serve the game well and do 
nothing to lessen the enjoyment. The rides 
and scenery look and act realistically, and 
the sounds effects are as they should be 
in a theme park full of screaming kids and 
rattling roller coasters. 

The game is currently about 75% 
complete and due for release sometime 
in the spring of ’99 - a date that should 
definitely be put on every sensible 
person's calendar. 


flash up along the bottom of the screen 
from time to time, you can gauge 
exactly what the people want and at 
what price. 

You, of course, have control over the 
financial side of things, and because 
building roller coasters is an expensive 
hobby, you need to control them well. 
Some levels require you to have a 
certain amount in the bank by a certain 
date, so you will need to be prudent with 
your investments. Everything from gate 



prices to marketing budgets are your CHOOSE FROM A RANGE OF PRE-DESIGNED ROLLER COASTER RIDES OR. FOR THE MORE ADVENTUROUS. 


responsibility, and without careful 
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Think you could do better than Nigel Mansell did 

when he made his comeback in touring car racing 
last year? Come to think of it, who couldn't? 



Lomu, Colin McRae and, backing their 
forthcoming boxing title. Prince Naseem 
Named. It’s an impressive line-up which will 
keep the remarkable Codemasters story 
going in the face of an industry becoming 
increasingly monopolised by a very small 
number of vast conglomerates. 



I ’ nexplicably, touring cars have 

never been popular with games Tour de forc:£ 

designers. We've had millions of For the sequel. Codemasters assure us of 
FI games, Le Mans games, rally sims, all 'twice the speed, detail, features and 

kinds of road racers, off-road racers, excitement’. There’s an all-new graphics 

motorcycles, but until Codies released engine based specifically on making use of . - 

The way TOCA blended realistic simulation 

with thst arcade tiwl v:'-::: 

coming back for more made it a surefire winner 



TOCA last year, the phenomenon seemed 
to have passed the games industry by. 
Maybe that explains why it did so well and 
received accolades on both PC and ^ 
PlayStation alike. Or maybe it was 
simply because it was such a damn 
good game. The way it blended 
realistic simulation with that 
arcade essence that keeps you 
coming back for more made it * m 1 
a surefire winner. It also 1 

proved there’s more to f 1 
Codemasters than Micro ^ 

Machines when it comes to I ^ ‘ j. 

the racing genre. ■ i 

2 is the latest I 

thing to enter the l| 

Codemasters Sports | 

stable already inhabited 
by such illustrious names ^ 

as Pete Sampras. Brian Lara, Jonah 
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HIGHLIGHTS 


Looks great, and with the 
Codemasters legendary 
playability, it’s hard to see how 
this one won’t be a winner 


PITFALLS 


There are so many racing games 
around at the moment, can 
people really be made to get 
excited about another one? 


with the addition of multiple routes so if 
you start to tire of the serious racing it 
will become almost an arcade game. Extra 
cars will also be available above and 
beyond the standard touring cars. If you 
get bored of your Accords and Vectras, 
such delights as Jag XJ220s and Formula 
Ford racing cars will be available (among 
others) in the Support Car Championships. 
All, we’re told, will be accurately modelled 
to perform just like the real thing using 
telemetry data supplied by the actual 
manufacturers. As bonuses go, perhaps 
the most interesting is the test track 
where you’ll be able to try each of the cars 
out on breaking, cornering, banked turns 
and even a skid pan! It’ll also offer the 
ability to test acceleration, suspension 
and practice in negotiating hairpins which, 
if the original TOCA is anything to go by, 
will be essential. 

After the excellent conversion of 
Colin McRae Rally. Codemasters are on a 
real roll with their racing games and this 
is sure to continue the tradition. It’s 
looking great and playing really well 
already, and with loads of options and 


chIIV^I^Isition 


off completely as you lurch from one prang 
to the next. Or maybe that was just me -1 
blame the unfinished code myself. Oh, you 
can break the windows as well. 

The computer drivers' Al will be 
revamped so they drive a more 
intelligent and realistic race. Instead of 
all staying in formation and bashing you 
willy nllly, there'll duck in and out 
looking for overtaking opportunities. 

Backmarkers will also get out of the 
way when they being lapped, just like 
the real thing. The idea is to make It 
more of a race and less of a destruction 
derby, which could be good or bad 
depending on your outlook. On the 

If you get bored of your Vectra. such delights 
will be available in the Support Car Championships 

evidence of the preview version, there's extras still to go in, it’s set to be a 

still plenty of metal grinding on metal stormer. If you’re one of the thousands 

anyway, so I wouldn't get too worried. who bought and loved the first TOCA, 

you’ll be itching to get your hands on 
Boom-tracka-lakka the sequel, and even if you didn't play 

All the tracks from the BTCC (British the original you should still be excited. 

Touring Car Championship) will be This could be an early contender for 

featured, as well as some exclusive hidden racer of 1999 - assuming Grand Prix 3 

ones. These will be made a bit more fun slips again, of course. ■ 


Voodoo II. real-time light sourcing and the 
cars themselves are all being completely 
remodelled for the most realistic look yet. 
They are looking superb, with loads of 
body detail, and you can actually see inside 
through the windows. All the rollcage 
supports are visible and the driver is even 
animated. Of course you won’t appreciate 
this in the in-car view, but it’s bound to 
make the replays more interesting. 

Changes to the format of the original 
reflect the changes in the sport itself. The 
cars are now based on a front-wheel drive 
physics model, all the updated team 
information is included and races now 
feature pit-stops. You’ll know when it’s 
time to pit In as this time the cars get a 
right battering. Spoilers, bumpers, bonnets 
- they can all be bashed wonky or knocked 







A s Formula 1 becomes more and more predictable, with increasingly safety 
conscious rules making it more of an anaemic procession with every 
season that passes, by contrast, on the touring car circuit they’ve actually 
relaxed the rules when it comes to collisions to make the races even more 
exciting. Furthermore, the cars you see competing are strictly regulated 
production road models, albeit slightly souped up. 


UNLIKE n. IN TOURING CAR RACING THE LEAD IS CONSTANTLY CHANGING HANDS. AS ALL 










I Preview 



Ever fancied yourself as a rock-hard Special Forces man 

battling against stereotypical Middle Eastern terrorists? 
Novalogic might be producing the next best thing with Delta Force. 



Delta Force 

PUBLISHER 

NOVALOGIC 

DEVELOPER 

IN-HOUSE 

RELEASE 

FEBRUARY 1999 

WEB SITE 

www.novalogic.com 

PLAYERS 

1+32 


Delta Force 
HIGHLIGHTS 


High levels of realism in all 
areas and gameplay similar to 
first-person shooting games will 
be a bonus in this sim. Up to 32 
people can play simultaneously. 


1 And it’s great fun as well | 

PITFALLS 

Can be a little too difficult 


sometimes, but then what’s 


wrong with a challenge? 


POSSIBLE 1 

TOP 

CHART POSITION | 

5 
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n he reputation of the British SAS 
has been without compare since 
its formation in World War II. The 
US government decided that they could 
create a Special Forces unit to rival ours, 
the Delta Force. What a shame then that 
the SAS's finest hour was the Iranian 


Embassy siege in the mid-eighties, while 
the Delta Force’s was in a film with Chuck 
Norris. At least Novalogic's new sim is 
promising to show them at their best. 

This game promises to be as accurate 
as possible in terms of the Delta Force's 
equipment and tactics. Novalogic produced 


it with advice from former Delta Force 
Commander. Jeff Beatty. This ensured 
that all the weapons and equipment are 
totally authentic and match those used by 
the Delta Force in real life. These include 
pistols and knives, satchel charges, 
grenades, an M4 with grenade launcher, 
sniper rifle with sight and a machine gun 
with silencer. In keeping with the real life 
feel of the game, you will only be able to 
carry two weapons - a side-arm and your 
main weapon - as well as various other 
equipment, including a laser designator 
which helps to aim air strikes. 

speak English, boy! 

During the game, the 40+ single player 
missions will include the expected ones of 
destroying certain objectives or 
eliminating terrorist camps, but there will 
also be some involving the protection of 
key figures like Asian presidents or other 
VIPs. Not only this but these missions will 
be split over five campaigns, from Peru 
and the former Russian republics to 
deepest Asia. As a result, all the locations 
will differ, from humid jungles to deserts 
and Arctic tundra, all with their own 
buildings and foliage to be used as cover. 


The main focus of the game will be to 
work as part of a team, achieving your 
objectives as quickly and quietly as possible. 
This is where your sniper sight or binoculars 
come in handy, allowing you to shoot 
enemies from up to 1km away - picking off 
these tiny animated figures in your sights is 


something that becomes strangely 
addictive. The enemies in this game will 
detect you by hearing as well as seeing, so 
you can’t just run in with all guns blazing. If 
a gun battle does ensue then the realism in 
Delta Force really becomes apparent. 
Features such as bullets whining past your 
ears, the enemies shouting and screaming 
in their native tongues, the amount of 
different animated deaths and the fact 
that you can’t sustain more than a couple 
of hits all ensure that Delta Force is going 
to one of the best games of the New Year ■ 


DELTA WHO? 

he Delta Force are Americas 
equivalent to The Regiment’, our 
own SAS. Other units like the Rangers or 
Navy SEALS have been quoted as such, 
but the Delta Force are Americas only 
specially trained anti-terrorist unit. As 
such they are pretty capable and are 
rumoured to be the world’s best in 
close combat. I’m sure that Japan’s 
secret service, with its martial arts and 
history of the ninja, would disagree, but 
that’s another matter. Up until now the 
Delta Force hasn’t been involved in any 
high profile actions, but then that’s 
because they’re highly secretive until 
Chuck Norris comes along. 



This game promises to be as accurate in terms of 
the Delta Force’s equipment and tactics as possible 













































Black Friar’s next project is this intricate adventure originally published in Russia. 
If they can translate the language and keep the complicated storyline coherent, 
mnit they deserve praise for that alonel 


III 


PUBLISHER 

BLACK FRIAR 

DEVELOPER 

AMBER 


www.project2.com 


i 

fm \ 


HIGHLIGHTS 
The adventure market is 
revitalised, and an original 
plot should earn Liath some 
extra attention 

PITFALLS 

The preview version lacks 
the sparkle which made 
Grim Fandango such an 
attractive package 

POSSIBLE T 

CHART POSITION ! 


ucasArts’ seminal Grim 
Fandango marked a return to 

_ greatness for the adventure 

genre, which has been in decline for some 
time. Such old greats as Day of the 
Tentacle, Sam and Max, Full Throttle, 
Secret of Monkey Island and the Indy 
adventures have slipped into memory 
without any worthy successors stepping 
forward. Until now! LucasArts have the 
Midas touch with these things, no doubt 
about it. So where does that leave the 
competition? Black Friar are hoping Liath 
will help them break the Lucas 
stranglehold on the adventure market, 
and the first signs are promising. 

The first and most important 
element of any adventure is the 
storyline. First of all it's got to be 
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compelling, like a book, to keep the 
player interested. However, it 
shouldn't become too complex or 
people will simply lose track of what's 
going on. Whether Liath falls into this 
category or not you'll have to decide 


slows down, and It turns out, as a 
direct result of this, that Tiche's 
invitation was written some 300 
years earlier. So. into this nightmare 
of paradoxical puzzles steps our hero. 
Hopefully things will make a lot more 


;l ~ck Friar are hoping Liath will help them break 

' ,:v !.u-akv 


for yourself, but the plot involves a 
fella called Criss who, with his friend 
Ithena. goes to the land of Azeretus 
to visit their chum Tiche after they 
receive an Invitation. 

Saga and time 

Unfortunately in Azeretus time has 
gone a bit doolally. It speeds up, it 


!i 
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sense when we get a finished copy of 
the game, but until then, try not to 
let it confuse you. 

The gameplay itself is more 
straightforward. Criss is moved 
around using the cursor keys. Clicking 
the right mouse button brings up 
three icons which enable him to access 
his Inventory, manipulate objects or 
adjust the game options, and that's 
pretty much the long and short of it. 
Once again it's a case of walking 
around, examining everything, 
collecting objects and solving the 
puzzles. It's looking nice with sharp, 
rendered backdrops, but its Slavonic 
roots are quite obvious. It's not the 
kind of plot you often see in a Western 
game and it's all quite downbeat, but 
an Intriguing prospect nonetheless. ■ 


^6bu 









Saga: Rage of ths^^ungs | 
£ / 





i 





Soon you'll be able to go back to a time when the 

Swedes and Danes were too busy conquering and 
pillaging to bother with making terrible Europop records 

in this intriguing real-time strategy from Cryo Interactive... 


M:!11 tiry;if: 

PUBLISHER 

CRYO INTERACTIVE 

DEVELOPER 

IN-HOUSE 

RELEASE 

SPRING 1999 

WEB SITE 

www.cryo.com 

PLAYERS 

1-8 


I his new RTS game from Cryo 
" gives you the chance to help 
the development of the Viking race as 
they try to establish themselves on 
ancient Earth. By all accounts they did 
quite well in real life, landing in North 
America before Columbus and having 
their ships found in the South Americas. 
In this forthcoming game. Cryo seem to 
have taken all of the ancient Nordic 
legends at face value, because as well 
as having a Viking race (human), the 
world is also inhabited by Elves. 
Centaurs, Trolls. Dwarves and Giants, all 
of whom make an appearance in the 
very impressive intro sequence. Other 
races also appear in the game like 
Southlanders (the ancient Britons), who 
seem to be a rather effeminate race and 
easy pickings for the others. 

The game is played in your standard 
RTS way of gathering resources. 



building up your population and 
developing new technology. The new 
features provided by this game are 
going to have to be pretty special to 
make Ssga stand out from the crowd. 
These features at this preview stage 
sound pretty reasonable, like a full 
seasonal weather system that moves 
from summer to winter and back again, 
realistic nautical weather when you're 
sailing in long boats and. finally, male 
and female characters (a feature seen in 
Constructor). Each race, not 
surprisingly, has its own strengths and 
weaknesses and preferences 
technology-wise, as well as having their 
own system of magic. 


Magic seems to play a very important 
role in Saga, with each race having its 
own magicians and anti-magicians. This 
magic hasn’t been seen action yet, so it’s 
unclear exactly how this will work 
(hopefully the review copy will make it all 
clear). The ultimate aim of Saga is for 
you to help the Vikings, or whichever 
race you’re controlling, become the 
dominant race on the Earth either 
through force or through trading and 
alliances with other nations. Even 




Vikings can see that violence doesn’t 
solve everything! Alongside this is a need 
for you to discover and harness the land 
around you. from farming the soil (which 
is dependent on seasonal weather 
conditions) to mining and the killing of 
livestock for food. The female characters 
in Saga are more suited to farming and 
tending to the livestock, while the men 
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HIGHLIGHTS 

An intriguing idea that has an 
epic feel and a simple playing 
method that will get more 
complicated as the game goes on. 


PITFALLS 

The graphics are not the 

best 

ever seen and the pace 

to 

begin with is perhaps a 

little 

too slow. 


POSSIBLE 

TOP 

CHART POSITION 

20 



will mine, chop down trees and 
develop technology in the 
workshops - this was 
obviously before the time of 
women’s lib. 

At this stage the 
intro is very nice to 
watch, setting the 
atmosphere perfectly, although 
some of the in-game graphics 
can be a bit crude. Saga 
has potential, although 
at this stage it seems 
like patience will be 
needed by the 
player to get 
through the... 
well, boring 
opening stages 
where nothing 
exciting 
happens, r 










This month our roving reporters descended upon the unsuspecting town 

of Chester with one aim, and one aim only - to score a load of exclusive 
screenshots on Psygnosis’ latest batch of potential blockbusters. 

As luck would have it, we found the Psyggy boys in generous mood... 



hen they first shot to 
prominence as an Amiga 
developer, Psygnosis were, 
perhaps unfairly, accused of producing 
beautiful looking games with little 
substance behind the stunning facade. 
Strange when you consider they gave 
the world the legendary Lemmings - 
arguably one of the most addictive 
titles ever and. ironically, not much of 
looker, even back then. It was the 
acquisition by Sony, however, and its 
role In providing some of the key 
software in the launch of PlayStation 
which made Psygnosis the power it is 
today. Titles like Wipeout and 
Destruction Derby wowed the world 
and ensured PlayStations flew off the 
shelves almost as fast as stockists 
could get them in. They haven't been 
quite so prolific on the PC. and the last 


few months have seen ^ 

one or two games appearing 
which clearly aren’t up to scratch. ^ 
DDT, Tenka and Global Domination have 
all arrived with a whimper rather than a 
roar, and gone out in much the same 
way. 1999, however, promises to be a 
very different year for the Liverpool 
publishers, with a stunning portfolio of 
titles scheduled for the new year - and, 
for the first time, they’re 
concentrating primarily on the PC. 

Having not seen anything since 
ECTS in September, we sneaked up 
to Psygnosis’ Chester office to 
check out the progress of some of 
those impressive-looking titles. 

We’ve got updates, exclusive new 
screenshots and an exclusive first 
in-depth play of the mighty Roll 
Cage. Read ’em and weep. 


DEVELOPER: DEVIL'S THUMB ENTERTAINMENT RELEASE DATE: 02 '99 


This must go down as one of the year’s most unlikely sequels since its the follow-up to 
an Amiga game from about six years ago - and not even a particularly famous one at 
that. So just what the hell do Psygnosis think they’re playing at? Tony Harman. 

President of Hired Guns developers Devil’s Thumb Entertainment, gives us his thoughts... 


UPC: Who is left from the original team which produced Hired Duns for the Amiga? 


TH: There are three remaining team members now working for Devil’s Thumb Entertainment 
that were critical to the original game developed by DMA. David Jones (designer and one of 
the original founders of DMA). Graeme Anderson (artist) and Steve Hammond (writer). David 





DEVELOPER: ATO 
RELEASE DATE: MARCH 


T “ 1 j^g people who 
gave us 

_ Wipeout are t 

preparing to launch ^ 

possibly the most radical. y 

OTT arcade racer to date. If 
Wipeout was all about speed. 

Roll Cage introduces a whole 
host of new features to the 
mix. It's not an antl-grav thang 
like Wipeout: we’re back to more 
traditional racers of the four 
wheeled-variety, but that's about 
as traditional as it gets. There are 
plenty of car racing games around at 
the moment - In fact the genre seems 
to be undergoing something of a 
-.-resurgence, with new ones cropping 
up every month. In recent issues 
we’ve had Test Drive 5, Dethkarz, Mad 
Trax, Test Drive 4X4 and Speed 
Busters, to name but a few. Speed 
Busters was pretty cool, but others, 
like Dethkarz and Mad Trax, flattered 
to deceive with nice graphics but 
distinctly so-so gamepiay, and the less 


Jones (who also designed Lemmings and various other early Psygnosis games) is now a 
principle at DTE. Graeme Anderson is now a programmer at DTE and has been involved with 
the initial design and consultation throughout the project. Steve Hammond has helped DTE 
write the new Hired Guns story so it would carry over nicely from the original. 


UPC: What makes Hired Guns different from other first-person shooters? 


TH: The original Hired Guns was very revolutionary, and I tNnk it was a precursor to the 3D 
shooter category that exists now. The original had much more strategy than 3D shooters 
today, and DTE plans to carry over tNs crucial element in the remake of this game. But. 
probably what people remember most about the original game was that it was the first game 
to address squad play. Back then there were strategic reasons to use each character, and the 
game had a lot of puzzles to challenge the game players. The new Hired Guns takes tWs great 
initial idea and brings it into the real-time 3D world, with four times the action (four player 
squad play) and puzzle elements. Some of the puzzles are of the be-in-two-places-at-once 


variety. For example, you may need to use Myriel to deactivate a computer-security-grid while 
the rest of the team breaks through a door once the alarm is disabled. Others puzzles are 
more tactically-engaging. For example, the team may not be able to escape through rough 
terrain unless one character is used to slow the pursuing enemy with suppresser-fire. 


UPC: Why has it taken this long for a sequel to appear? 


TH: There is one simple reason for the delay in the remake - the technology and the 
speed of computers to push four different views in real-time has not existed until this 
time. Since Wolfenstein 3D came out. we have been thinking of how to do a sequel to 
Hired Guns. A couple of years ago. David Jones met with Tim Sweeney and Mark Rein of 
Epic Megagames, and they showed off an early version of Unreal and a light switch 
went off in Daves head. Dave called Psygnosis and said, how about a sequel to Hired 
Guns?' and the next thing we knew we were bringing all of our Amigas out of the 
closets and discussing ways to build onto the original. 
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said about TD^X^ the better. Roll 
Cage, however, is set to redefine the 
arcade racer as we understand it. 
First let’s take the cars themselves. 

They'll be completely 
indestructible. Collectible weapons 
will be available by running through 
special icons on the track, but these 
just serve to slow competitors down 


(unlike Wipeout, where vehicles would 
explode if they sustained too much 
damage). The most unique thing 
about the cars in Roll Cage, however, 
is that they’re reversible. By that I 
mean they can run either way up. so 
if you happen to flip over you’ll be able 
to carry on regardless. Sounds pretty 
disorientating, but a button press will 
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automatically line the car up in the 
correct direction to avoid too much 
frustration, although there will be a 
small-time penalty for using this 
feature. At first the tracks might 
look like any other racing game, but 


Various types of collectible 
power-ups will be available, and 
some of these are quite interesting. 
There’s a ’time warp' which slows 
down all the other cars on the track, 
a tractor beam-type thing which 


With a good head of steam, the cars 
can actually whizz up walls and even 
drive upside down on tunnel ceilings 


there’s more to them than meets the 
eye. All the trackside objects, 
including the buildings, will be 
smashable. Smaller items like rocks 
will just slow you down, but buildings 
have structural supports - take 
these out and the whole thing will 
come crashing down on top of anyone 
unlucky enough to be behind you at 
the time. On the tracks themselves 
are Wipeout-style speed boosters, 
which when run over give you an 
extra surge of power. However, these 
aren’t just confined to the track 
floor. They can be found on vertical 
trackside walls and even on the roofs 
of tunnels. This is because, with a 
good head of steam, the cars can 
actually whizz up walls and even drive 
upside down on tunnel ceilings. 


drags the car in front behind the 
vehicle that fired it and an ice beam 
which makes the track ahead slippy, 
causing the other cars to slide 
around and lose control. There'll also 
be the usuals like missiles and speed 
boosts to be had. but there’s 
another twist: two power-ups can 
be carried at a time, and these can 
be used simultaneously. Therefore if 
you get two speed boosts and use 
them at the same time you’ll get a 
super speed boost. 

To all intents and purposes the 
game is finished - and lovely it’s 
looking as well. Just tweaking and 
the final polish is all that’s required 
in time for release in March. We’ll 
have a full review soon for what 
should be a corking title. ■ 
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UPC; What about multiplayer network and Internet play? 

TH: Yes. there will be a networkable version of the game. DTE is focusing very heavily 
on the squad team aspect of its multiplayer game. There will be both a full screen and 
quad screen mode for the LAN version and the Internet version will have a full screen 
mode. DTE is still testing and hoping to get a quad screen mode for the Internet. The 
quad screen mode will allow the player to see his team members views in the three 
smaller screens. We feel the quad screen mode is the way of multiplayer action in the 
future. It is much cooler to see your other team members views and attack tactically 
compared with the current method of simply making one team red and the other blue. 

UPC: How does it look? 

TH: With the impressive special effects capabilities of the Unreal engine, we’ve been able 
to capitalise on intense lighting effects. 3D sound and create incredible texture 
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combinations and unique architecture throughout the numerous futuristic levels. We’ve 
created an atmosphere unlike any other 3D shooter to date. We use entirely unique 
texture sets for every level in the game, so players will keep pushing themselves to 
see what beautiful world they will encounter next. Meet operatives in a neon-lit 
subterranean sushi bar. recon genome experiments from a horrifying bio-experimentation 
facility or explore the industrial underbelly of a blown-out super-highway. The levels 
are much brighter and more vibrant than other games of the genre, allowing for great 
mood transitions from bright areas to dark corners on each level. 

UPC: How does it compare to the original? 

TH: First of all the new Hired Guns will have both LAN and Internet multiplayer capability. Back 
then, you actually had to play on the same computer using two mice, a keyboard and a 
joystick and wait for frame rates to slowly pass you by! The original game had very strong 
puzzle elements, a great story and unique character personalities which all added to gameplay. 
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out there, that means, in laymens 
terms, the lighting and shadows will 
all look pretty cdbl. Apparently! 

Although the game’s considerable 
initial challenge will be to master ' 
control of the Lander, there’ll be a lot 
more to it than that. There are to be 
around 40 missions based on a 
progressing storyline as the player 
explores various authentically 
recreated environments of oijr solar 
system. Different missions will demand 
different skills of the player, with some 


which, as you can imagine, complicates 
everything hugely. 

The graphics engine employs Glide 
3 technology for the most solid, 
realistic looking polygons and 
textures. A new real-time system is 
also in the process of being 
implemented, along with highly 
accurate shadow mapping which 
takes into account light sources and 
distances and maps shadows onto 
the textures using texture 
projection. For the non-tech heads 


while keeping it playable. If you don’t 
remember Thrust, it involved piloting a 
rocket ship across various landscapes 
and through caves using the engines to 
counteract the effects of gravity. 
Lanc/er employs an almost identical idea 
but transposes the whole thing into a 
modern three dimensional environment 


DEVELOPER: IN-HOUSE RELEASE DATE: FEB/MAR 


^ sygnosis’ homage to the 
classic arcade game. Thrust 

_ has been in production for a 

long time now as the developers have 
been battling against all the difficulties 
of implementing the control system 


The new release has puzzle aspects, but they are more balanced between action and 
strategy. We have a large variety of active and passive-effect weapons, each with dual 
functionality. For example, the heavy assault rifle can also be used as a plasma 
grenade-launcher for its secondary function. Weapons can be selected either from a 
graphical heads-up-display system or using the usual hot-key selection method. 

Weapon damage is dependent body hit-location. Weapons and ammunition are 
fetched from strategically placed weapons dispensers, not just floating on the floor 
as with other games of the genre today. You can climb into vehicles and drive your 
team across an enemy-infested minefield. Each of your squad members has special 
attributes necessary to complete each mission. For example. Kircher. the leader, must 
use his regenerative healing to get through bio-toxin zones, and your squad will give 
you constant updates of their status with intelligent voice feedback. The main 
characters operate with advanced, team-based, flocking AI for multi-tactical 
functionality. Enemies have special attributes also, such as cloaking, phase-shifting 
and shadow-hiding, and the node-based enemy AI allows enemies to attack with 


team-intelligence and coordinated efforts. And finally, the Hired Guns worlds are far 
from static - getting through the levels requires interaction with tons of moving 
objects, computers, cyber-worlds and techno-obstacles. All this will be worth waiting 
for in Hired Cans, the sequel. ■ 














taking place in tight subterranean 
tunnels while others are surface- 
based. In addition, bolt-on weapons will 
be available and there'll be a similar 
tractor beam towing system to the 
one found in Thrust. From time to time 


much to worry about. Multiplayer 
Internet and LAN options will be 
available with a straight deathmatch 
'tag' mode. Here the player who Is 'If 
will carry a bomb and have to tag 


someone else by attaching It to their 


Lander is also significant 

because it represents Psygnosis’ 
first foray into the DVD market 


you'll be required to collect certain 
objects which then dangle, as if by a 
thread, beneath the Lander. This will 
then be effected by gravity and 
movement in the same way as the 
Lander itself, giving the player twice as 


Lander. The bomb will constantly be 
counting down until it reaches zero, at 
which point whoever's 'on' will be 
atomised. This, combined with the 
unique control system, should make for 
an entirely new multiplayer experience. 


We're promised incredible Dolby 
Digital Surround Sound, and Lander Is 
also significant because it represents 
Psygnosis' first foray Into the DVD 
market. Not only does DVD offer 
greater storage space on the disk, 
but the FMV is crystal clear rather 
than the rather grainy, unimpressive 
fare we're used to. 

Despite all the cosmetic polish 
being applied to the graphics and 
sound. Lander is more likely to appeal 


to hard-core gamers due to its 
complex method of control. Even 
now. after so long in construction, 
we're still hearing rumours that it's 
just too difficult. It's not due until 
February, however, so there's still 
plenty of time to get the last few 
creases ironed out. Hopefully it can 
then live up to its potential to be one 
of the most addictive, challenging 
and visually and aurally stunning 
games of 1999. ■ 






























DEVELOPER: IN-HOUSE RELEASE DATE: SEPT 


t had to happen sooner or 
later. There aren’t many 

I_publishers who have yet to 

jump on the real-time strategy 
bandwagon, and Psygnosis are the 
latest. That's not to say. however. 
Uwt this going to be just another 
derivative take on the tired old theme. 
It’s based around giant Mechwarrior- 
style robots, but the nice thing is 
they’re all interchangeable and 
customisable, so players will be able to 


For example, in one game the 
computer may go for all-out attack 
from the off, while in the next it could 
sit back and stockpile its weapons and 
resources for an assault later on. We’ll 


types can be attached so. for example, 
one might be designed for close 
quarters melee combat while the 
other is fitted with a ranged weapon. 
You’ll be able to nick parts from 


design their own units for specific 
tasks. Each robot, called a ’combot’, 
will be made up of four basic parts: 
chassis, legs and two arms. The legs 
come as a pair, but arms of different 


I 



enemy combots downed in battle apd 
use them yourself, and we’re promised 
thousands of possible combinations 
with all the parts on offer. 

There's more to it than that though. 
What makes Metal Fatigue unique is that 
battles take place simultaneously on 
three levels. While most of the scrapping 
will occur on the surface, you'll also be 
able to send combots underground, and 
all the time there's a planetary defence 
force in space defending you against 
aerial attack which needs to be 
marshalled and organised. 

For single players there’s going to 
be three campaigns with all the usual 
multiplayer options as well. Mark 
Baldwin, the brains behind Perfect 
General and Empire, is responsible for 
the Al. and it will be such that the 


have more on this one nex| month. ■ 



HUBE ROBOTS BATTLE FOR SUPREMACY IN METAL FATIGUE. BUT SADLY IT S NOT DUE TILL SEPTEMBER game is different every time you play. HA! CALL TNAT-A PU R P LE.DEATH.RALI1Q..YA2. 
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43 Hardball 6 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: 72% 

Baseball may not be the nation's 
favourite pastime, but this offering 
from Electronic Arts scored enfiugh 
votes to keep more established 
sports titles, like Madden, out of 
the charts. If you weren't already 
aware, baseball is like rounders, but 
with bigger bats and faster 
deliveries. This game is a simulation 
of the sport, and that’s all we're 
going to say on the matter! 


42 NHL ’99 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: 91% 

Ice hockey is another American 
sport that seems to be popular 
amongst PC gamers at the moment. 
Saying that, you don't really have to 
be a fan of the sport to appreciate 
the quality that oozes from this 
breath-taking title. The graphics 
are sumptuous and the game sports 
all the real players and stats from 
the NHL. It’s fun to play and 
wonderfully simple to grasp in 
comparison to American football. 


41 Magic & Mayhem 

Publisher: Virgin interactive 
UPC Position: 46 
UPC Score: 90% 

Another game released late in the 
year. Magic S Mayhem comes in just 
outside the top forty, well off the 
lofted position that we awarded it 
a couple of months back. The fact 
that it hasn’t been on sale long and 
so many of you wouldn’t have 
played it might explain this 
disappointing position. We found 
the mix of real-time strategy and 
fantasy role-playing to be top 
entertainment. 
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Motorhead 

Publisher: Gremlin Interactive 
UPC Position: 40 
UPC Score: 90% 

A slightly disappointing showing for 
Gremlin’s superb futuristic racing 
simulation. It’s extremely fast, even 
without 3D acceleration, and looks 
out of this world. Admittedly, it’s not 
up to the sheer quality of Grand Prix 
Legends or Colin McRae Rally, but we 
still expected a place higher than 
fiftieth. There again, it’s your awards 
and you call ’em as you see ’em. 

49 Ml Tank Hatoon II 

Publisher: Microprose 
UPC Position: 49 
UPC Score: 82% 

After considerable success on the 
Amiga. Ml Tank Platoon was given an 
opportunity to show PC gamers what 
it’s all about in this superb sequel, and 
from its placing in this year's charts, 
it’s obvious it went down exceptionally 
well. The graphics may look a tad 
dated now. but otherwise this is still 
the best tank simulation on the 
market and fully deserves its position 
amongst the elite games of 1998. 

48 I-War 

Publisher: Infogrames 
UPC Position: 44 
UPC Score: 88% 

An exceptional piece of 
craftsmanship. I-War was one of the 
most visually stunning games of last 
year. We were so impressed with it 
that it claimed a position in our own 
top fifty games of 1998. and now it’s 
claimed one in yours tool A space 
combat simulation, the game boasts a 
strong, involving plot which enhances 
the terrifically fast, combat action. 

47 Sensible Soccer: 
European Club Edition 

Publisher: GT Interactive 
UPC Position: N/A 
UPC Score: 91% 

Jon Hare and his Sensible Software 
team’s hard work has paid off with 


Sensible Soccer: European Club 
Edition scoring enough votes to 
climb into the top fifty. It’s not top 
of the arcade football simulations 
(that award going to EA’s World 
Cup ’98), but it’s still scored higher 
than Actua Soccer 2 and J. Three 
Lions and Super Match Soccer. It’s 
not a graphical masterpiece, but 
it’s a good example of 
gameplay overcoming 
graphical shortcomings. 

46 Heretic II 

Publisher: Activision 
UPC Position: 16 
UPC Score: 90% 

Heretic II was released late in the 
year, and this may help explain its 
relatively disappointing showing. We 
voted it our 16th best game of 1998. 
but you have placed it a lowly 46th. 

Of all the 3D action games out last 
year, this was certainly one of our 
favourites, although the third- 
person perspective may have put 
some people off. Despite the game’s 
low placing, we still think it’s an 
excellent game worthy of a place in 
any gamer’s collection. 

45 TMrd Millennium 

Publisher: Cryo 
UPC Position: N/A 
UPC Score: 80% 

One of the surprises of this year’s 
awards has to be this amazing 
placing of Cryo’s Third Millennium. 

Of all Cryo’s releases last year, this 
was undoubtedly the best, but we 
were nevertheless surprised to find 
you voting it into such a lofty 
position. As the world enters the 
third millennium, this game 
challenges you to build a prosperous 
and thriving empire. 

44 NAM 

Publisher: GT Interactive 
UPC Position: N/A 
UPC Score: 64% 

GT Interactive’s first-person shoot- 
’em-up. NAM is another surprise entry 
in this year’s awards. The game, which 
uses the ancient Duke Nukem 3D 
engine, polled enough votes to place It 
in the charts despite its frankly 
appalling graphics. It would have looked 
good three years ago. but against Half- 
Life and Unreal, it looks poor. \ 

Still, it’s fun to play, and that’s 
what counts. 
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40 Fallout 

Publisher: Interplay 
UPC Position: 41 
UPC Score: 85% 

Ranked as one of the best role-playing 
games twelve months ago. Fallout has 
aged well and still rates as one of the 
very best around. It may not have the 
luscious graphics that we saw in Final 
Fantasy VII, but it's got lots of depth, 
some great characters and a strong 
post-apocalyptic plot. Fallout 2 is now 
out doing the rounds, but it's not as 
strong a title as the original, which is 
a must for fans of the genre. 

39 Creatures II 

Publisher: Mindscape 
UPC Position: 25 
UPC Score: 91% 

Forget Cyberpets, if you want to take 
care of something from its birth 
through to its death, then make it a 
Norm. These loveable characters have 
a level of artificial intelligence that 
makes them as real as anything you 
are likely to find living inside a 
computer. Nurture your Norm as it 
grows from a baby to a grown-up. 
helping it to learn as it goes. Unique 
characteristics ensure no two Norms 
behave the same! 

38 Deathtrap Dungeon 

Publisher: Eidos 
UPC Position: N/A 
UPC Score: 92% 

Ian Livingstone turns his best-selling 
role-playing book into an epic PC 
action adventure game filled with 
monsters, ogres and trolls. Roam 
the massive dungeons seeking to 
fulfill your quest, crushing all that 
stands in your way. More action- 
orientated than the Tomb Raider 
games, but not quite as enthralling, 
it didn't make it in to our top fifty, 
but you've given it a definite thumbs 
up placing it at number 38. 

37 Micro Machines V3 

Publisher: Codemasters 
UPC Position: N/A 
UPC Score: 90% 

The classic Mega Drive racing game 
arrived on the PC towards the 
summer of 1998, and although it 
never emulated the success it 
enjoyed on the 16-bit console, it still 
proved itself to be a hugely 
entertaining game. With loads of 



different vehicles and countless 
tracks, it offers enormous single 
player appeal. However, if you've 
access to a LAN. get a few friends 
together and you'll soon find out 
why this is rated as such a good 
multiplayer game. 

36 House of the Dead 

Publisher: Sega 
UPC Position: N/A 
UPC Score: 46% 

We were less than impressed with 
this conversion of Sega's arcade 
classic, but it seems that you lot 
think otherwise. House of the Dead, 
which scored a paltry 46% in issue 12 
of UPC. polled enough votes to claim 
a place at 36. We found the game to 
be too predictable and far too easy 
to play with a mouse (and there was 
no gun compatible with it), but then 
maybe we were missing something. 

Or maybe, just maybe. Sega have 
been furiously filling in voting forms 
over the last month? 

35 MechCommander 

Publisher: Microprose 
UPC Position: 22 
UPC Score: 88% 

After the shock of House of the 
Dead, we get back to common ground 
with MechCommander achieving 
respectable positions in yours and 
our top fifty. You rated it lower than 
we did. but maybe this is just a 
reflection on the growing 
disgruntlement at the sheer number 
of real-time strategy games out at 
the moment. Anyway, it still places 
well, and rightly so. Top graphics, 
solid gameplay and challenging 
missions make it one of the better 
games of its kind last year. 

34 Industry Giant 

Publisher: Interactive Magic 
UPC Position: N/A 
UPC Score: 67% 

This year's awards have been full of 
shocks, and the success of Industry 
Giants is certainly up there as one of 
the biggest. We liked the game, but 
the idea of building a business empire 
didn't come across as too exciting or 
appealing - we clearly didn't take 
into account the affect of many 
years of Conservative rule. It seems 
we now live in a nation of budding 
capitalist entrepreneurs, and they 


helped the game achieve this 
remarkable position. So, come on. 
hands up. you know who you are! 

33 NBA Live 

Publisher: Electronic Arts 
UPC Position: N/A 
UPC Score: 78% 

Electronic Arts' EA Sports range has 
accounted for no less than five 
positions in this year's charts. NBA 
Live, which we deemed to be one of 
the weaker titles in the range, 
collected enough of your votes to 
make it inside the top forty. In fact, 
it came very close to beating FIFA 
'99\ Basketball is growing in 
popularity on this side of the 
Atlantic, and this result would 
appear to be a reflection of the fact. 

32 FIFA ’99 




Publisher: Electronic Arts 
UPC Position: 24 
UPC Score: 82% 

FIFA '99 very nearly suffered the 
embarrassment of coming in behind 
NBA Live, but it kept its nose in 
front to claim its position at 32. The 
fact that this arcade football 
simulation came out late on in the 
year goes some way to explaining 
this near-catastrophe (after all. we 
can't have our national game 
relegated to the subs bench by 
basketball), but the main reason for 
the game's low position is the fact 
that there has been three FIFA 
games this year. Most people decided 
to vote for the World Cup version 
out in the summer, and you'll find 
that higher in the charts. 

31 Flight Unlimited II 

Publisher: Eidos 
UPC Position: 47 
UPC Score: 88% 

As flight sims go, this is still soaring 
up above most of the competition 
despite the fact it is now over a year 
old. There's no combat involved in this 
gorgeous flight sim, but it does allow 
players the opportunity to fly 
around the San Francisco 
Bay area, which has been 
recreated in amazing detail. 

Several different planes to 
fly. all with accurate 
models, make this a 
triumphant piece of 
programming. 
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30 Lords of Magic 

Publisher: Sierra 
UPC Position: N/A 
UPC Score: 72% 

A turn-based strategy game set in a 
fantasy world. Lords of Magic is one of 
the better games of its kind that we 
have seen over the last year, although 
it doesn't stand up too well to some of 
more exciting real-time offerings. The 
combat side to the game is also a little 
disappointing, and a bit more thought 
could have made it much better. 

29 X-Files 

Publisher: Fox Interactive 
UPC Position: 31 
UPC Score: 89% 

Having been placed around the same 
position in our own top fifty, you 
clearly concur with our opinion that 
this is an enthralling game that has 
been remarkably well produced. All the 
stars from the hit series makes an 
appearance and the script was 
specially written by Chris Carter. 
Quality sets, excellent FMV and good 
acting more than compensate for the 
slightly shallow gameplay. 

28 Forsaken 

Publisher: Acclaim 
UPC Position: 13 
UPC Score: 95% 

Forsaken rated as one of our favourite 
games of 1998. thanks largely to its 
amazing graphics and superb 
multiplayer options. The Probe- 
developed title received the joint 
highest score of the year and still rates 
as one of the most popular lunch-time 
activities here at the UPC offices. The 
game's 3D engine is amongst the best 
we have seen and we're eagerly- 
awaiting news of a sequel. With the 
game now available for under £20. it 
belongs in everyone's collection. 

27 Star Trek: Klingon 
Honor Guard 

Publisher: Microprose 
UPC Position: 15 
UPC Score: 93% 

Microprose made good use of the Star 
Trek licence with the first first- 
person perspective shoot-'em-up set 
in the Star Trek universe. As a 
member of the Klingon Honor Guard, 
players are drawn into an increasingly 
perilous battle with rebels. With the 
Unreal engine powering it. the game 


was always going to look good, and 
with familiar Star Trek characters arnd 
weaponry, it's a must for fans. 

26 Combat Flight 
Simulator 

Publisher: Microsoft 
UPC Position: N/A 
UPC Score: 85% 

Microsoft's chart-topping World War 
II combat flight sim has further 
enhanced the giant software 
company's reputation for producing 
quality games in this particular field. 
The game offers the chance to fly up 
to eight different World War II 
fighters in the Battle of Britain and 
over the Normandy landing sites. 
There's dozens of single missions and 
four impressively large campaigns 
each offering a new level of 
challenge. Only Microprose can claim 
to match Microsoft's growing 
expertise in this genre. 

25 Formula 1 '97 

Publisher: Psygnosis 
UPC Position: 42 
UPC Score: 91% 

Whilst everyone eagerly awaits Geoff 
Crammond's next Formula I creation. 
Psygnosis are happily notching up 
sales with their own FI series of 
games. Formula I '97 may not be the 
most realistic racing simulation, but 
for high speed thrills, spills and 
spectacular crashes, it's one of the 
best. All the real tracks, teams and 
drivers (minus Jacques Villenueve) 
from the 96/97 season are present 
and correct. 

24 Tiger Woods ‘99 

Publisher: Electronic Arts 
UPC Position: 39 
UPC Score: 88% 

Tiger Woods scores a hole in one with 
this superb golf game, being the only 
one of its kind inside the top fifty of 
your favourite games from 1998. 

With a couple of accurately recreated 
courses, famous stars from the PGA 
to play as and against. 
nearly ten different modes 
of play and Internet and LAN 
multiplayer support, it's not hard to 
see why this rated so highly. The only 
quibble we had with the game was 
the fact that two add-on courses 
were released at the same time as 
the full game! 


23 Battlezone 

Publisher: Activision 
UPC Position: 8 
UPC Score: 91% 

One of the most ground-breaking 
games of last year. Battlezone took the 
real-time strategy genre into the first- 
person perspective. Combining resource 
management, strategy, action and 
tactics, it was (and still is) one of the 
most fantastic games around. What's 
more, it plays nearly as well without 3D 
acceleration and you don't need to own 
a top-of-the-range machine in order to 
enjoy it. A top game all-round, and we 
can't wait for the sequel later this year. 


22 Dark Omen 

Publisher: Electronic Arts 
UPC Position: 23 
UPC Score: 90% 

After the disappointment of 
Warhammer: Shadow of the Horned 
Rat. Electronic Arts had to ensure 
that this sequel hit all the right marks 
- and it certainly did! With 3D terrain, 
a user-friendly control interface and 
hours of challenging real-time 
gameplay. it proved itself a worthy 
addition to the massive Warhammer 
world. Familiar characters and modem. 
Internet and LAN multiplayer support 
guaranteed it was a hit with fans. 


21 Longbow 2 



Publisher: Electronic Arts 
UPC Position: 50 
UPC Score: 86% 

It may be getting on a bit. but on the 
evidence of this chart position, it's 
clear that Longbow 2 remains one of 
your favourite combat flight 
simulators. Contrary to the game's 
name, it allows you to fly three 
different attack helicopters on dozens 
of increasingly difficult missions. 
There's an excellent in-game 
tutorial which teaches 
you everything you 
need to know about the 
game and how to 
play it. 
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20 Blade 
Runner 

Publisher: 

' Virgin 

' UPC Position: 11 
: Score: 92% 

' Based upon the Ridley 
^ Scott movie, this sci-fi 
^ point ’n' click 
Idventure story is a 
unique experience. Right from the 
very beginning, the game captures the 
dark, foreboding atmosphere of the 
movie. As Ray McCoy, a rookie Blade 
Runner, you must track down rogue 
replicants. The problem is finding out 
who the replicants are. and they can 
be different characters each game! 

19 Urban Assault 

Publisher: Microsoft 
UPC Position: 43 
UPC Score: 82% 

This new breed of real-time strategy 
game is made in a similar mould to 
that of Battlezone, but it's much more 
action-orientated. Players command 
their forces from a heads-up display 
which can be superimposed over the 
main battle screen. What makes this 
game so much fun is the fact that you 
can jump into any vehicle, at any time, 
and take control of it as you battle 
the hordes of enemy units. 

18 SiN 

Publisher: Activision 
UPC Position: 9 
UPC Score: 84% 

Of all the new generation of first- 
person perspective shoot-'em-ups. SiN 
was probably the weakest - something 
reflected by its score in UPC and the 
position you have awarded it. A year 
ago it would have looked superb, but it 
can't compete with the graphical 
quality of Valve's Half-Life, nor its 
atmospheric gameplay. What's more, it 
was released full of bugs which need 
an 18MB patch to fix! Still, it's good fun 
if you already own Half-Life. 


UPC Position: N/A 
UPC Score: 85% 

Quite a surprise this, especially as we 
didn't see fit to give the game a place in 
our top fifty at all! Still, the relentless 
arcade action and sumptuous graphics 
won a lot of you over. If you've got a 3D 
acceleration card, then this will show 
off exactly what your PC is capable of. 
with some stunning visuals helping to 
distract from what we considered to be 
a lack of variety. 

16 Populous: 

The Beginning 

Publisher: Electronic Arts 
UPC Position: 5 
UPC Score: 88% 

Peter Molyneux. the genius behind 
such classics as Theme Park. Dungeon 
Keeper and Theme Hospital, may have 
left Bullfrog, but they proved they still 
have the Midas touch with this superb 
God sim. Lead you worshippers to 
victory over rivals and their false gods 
in this wonderfully crafted strategy 
game. Had the game been on sale 
longer, we strongly believe this could 
have claimed a higher position. 

IS Starship Titanic 

Publisher: Cendant 
UPC Position: 33 
UPC Score: 88% 

Douglas Adams' first attempt at a 
computer game seems to have gone 
down exceptionally well. We placed it 
down at 33. but a flood of votes from 
you elevated it to the top fifteen. 

The humour, scale and gorgeous 
graphics of this point 'n' click 
adventure seems to have bowled a lot 
of you over. This is one game that 
certainly won't sink without trace! 

14 Rainbow Six 

Publisher: Take 2 
UPC Position: 21 
UPC Score: 92% 

Tom Clancy is the second famous 
author to get a game inside the top 
twenty following the success of 
Douglas Adams' Starship Titanic. Tom 
Clancy may not have had the best of 
starts to his games career, with the 
appalling Politika failing to make a 
dent on the charts, but this second 
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effort proved to be a much better 
game. Command an elite SWAT team in 
this first-person perspective action 
game where stealth and surprise are 
your best weapons. 

13 Grim Fandango 

Publisher: LucasArts 
UPC Position: 6 
UPC Score: 94% 

LucasArts' brilliant work of art 
notched one of the highest scores of 
last year, and you have more than 
justified this by placing it thirteenth. 
So impressed were we with this point 
'n' click adventure game that we 
actually placed it inside our top ten. 
With its enthralling plot, humour, 
excellent characters, superb 
animation and general aura of quality, 
it's the benchmark by which all other 
games of its kind will have to live up 
to. Discworld Noir is going to have to 
be rather special to match this! 

12 Starcraft 

Publisher: Cendant 
UPC Position: 19 
UPC Score: 88% 

Blizzard worked their magic once again 
with this real-time strategy game 
straight from the top drawer. Set in 
space, the game boasts an exciting 
plot-driven campaign game that 
becomes increasingly difficult. With 
dozens of different units, well- 
conceived alien races and full 
multiplayer support, it's one of the 
best games in the genre, and further 
consolidates Blizzard's reputation as 
one of the most outstanding 
development houses. 

11 World Cup ‘98 

Publisher: Electronic Arts 
UPC Position: 24 
UPC Score: 91% 

Electronic Arts climbed to the top of 
the arcade football simulation league 
with this official World Cup '98 soccer 
title. With all the real teams, players 
and venues from last summer's 
exciting footballing showpiece, it 
proved to be the fans' choice. 
Wonderful animation, impressive 
stadiums and excellent commentary 
helped elevate this title above the 
chasing pack. If Electronic Arts hadn't 
released FIFA '99 until next year, we 
reckon this could easily have claimed a 
top ten position. 
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10 Grand Prix Legends 

Publisher: Cendant 
UPC Position: 14 
UPC Score: 93% 

Although the US is not renowned for 
its love of Formula 1. this American- 
developed racing simulation is the best 
of its kind and leaves all others trailing 
in its slipstream. Based upon the 1967 
season, this game features all the 
tracks, drivers and cars from the time. 
Forget ABS braking and luxuries such 
as suspension, racing cars in those 
days were built for speed, not comfort! 
The cars are hard to handle, but 
persevere and you are rewarded with 
an unbelievably real racing experience. 

9 Caesar 111 

Publisher; Cendant 
UPC Position: 17 
UPC Score: 91% 

Cendant secured their second top ten 
entry with Caesar III polling just enough 
votes to edge Grand Prix Legends back 
into tenth place. This real-time city¬ 
building simulation challenges you to 
match the achievements of Caesar 
himself as you strive to build a thriving 
Roman city from scratch. Detailed 
graphics and well-designed levels make 
this compulsive gaming. Minutes soon 
become hours and days are lost forever 
playing this grand game. 

8 Unreal 

Publisher: GT Interactive 
UPC Position: 2 
UPC Score: 95% 

We waited... and waited... and waited, 
and then, when it finally arrived, it lived 
up to all our expectations and all the 
hype. The game's engine is a stunning 
work of art that delivers some superb 
lighting effects and breath-taking 
graphics. The Al of the enemies is a bit 
questionable at times and the action 
sometimes takes a sedate pace - 
factors which may explain why it didn't 
secure a higher position. 

7 Final Fantasy VIl 

Publisher: Eidos 
UPC Position: 10 
UPC Score: 92% 

The smash-hit PlayStation game took a 
while to arrive on the PC. but when it did 
it delivered everything that role-playing 
fans had been expecting. It may not have 
managed the same success on PC as it 
did on the PlayStation, but from the 


votes you made, it's clear those that 
have played it recognise it for the classic 
game that it is. A strong plot combined 
with entertaining characters, lots of 
combat and massive environments to 
explore made it a quality production. 

6 Carmaaeddon 11: 
Carpocalypse Now! 

Publisher: SCi 
UPC Position: 7 
UPC Score: 92% 

The controversial pedestrian-killer 
returned towards the end of last 
year, and despite not being on sale for 
long, won enough votes to record this 
top ten position. Coming on the back 
of last year's fourth place, it's been a 
good two years for SCI. Carmageddon 
II features bigger environments, more 
cars and full multiplayer support and 
is generally, bigger, better and badder 
than the original. 

5 Half-Life 

Publisher: Cendant 
UPC Position: 1 
UPC Score: 95% 

Our top game of 1998 doesn't rate so 
highly in your eyes, although this 
may be down to its December release 
date. Even so. it claims a top five 
placing with its well-balanced action 
and thrilling single player game. It's 
not a match for the multiplayer 
brilliance of Quake 11, but as a single 
player proposition it's easily the best 
of the first-person perspective 
shoot-'em-ups. Wonderful graphics, 
atmospheric environments and plot- 
driven gameplay mean that this 
doesn’t do things by half at all! 

4 Quake 11 

Publisher: Activision 
UPC Position: 4 
UPC Score: 94% 

Despite being well over a year old. 
Quake II still topped the ranks of 
first-person shoot-'em-ups. Its 
superb 3D engine (which has since 
been adopted by games such as 
Half-Life] delivered some top 
graphics. What makes this game so 
special, though, is the unrelenting 
action and first class multiplayer 
mode. The game is still one of the 
most popular on the Internet, and 
with Quake III in the offing, it 
seems that Id still reign as kings of 
this genre. 


Ill 

Publisher: Eidos 
UPC Position: 3 
UPC Score: 84% 

It arrived late in November and 
promptly short straight to the top 
of the charts. Enough of you 
bought it and voted for it over the 
next four weeks to push it into the 
top three best games of 1998. We 
felt it was a little too similar to the 
second Lara Croft game, but 
nevertheless placed it at number 
three as well. With more time could 
this have claimed the top spot? Or 
is it time for Lara to try something 
new? Only her developers. Core, 
have the answer! 


3 Tomb 
Raider 



2 Colin 
McRae Rally 

Publisher: Codemasters 
UPC Position: 20 
UPC Score: 89% 

This year's awards has already 
thrown up the odd surprise, but 
this remarkable result for 
Codemasters' Colin McRae Rally is 
surely the most amazing of them 
all. The game’s handling and well- 
designed tracks won plenty of your 
votes, which propelled it to this 
towering position. Race the clock 
around increasingly difficult stages 
as you try to emulate the success 
of the great Scot himself. 



1 Commandos: 

Behind Enemy 
Lines 

Publisher: Eidos 
UPC Position: 12 
UPC Score: 90% 

It was number one in the PC charts 
for nearly eight weeks, so there’s 
no surprise that this superlative 
real-time Second World War 
strategy game claimed the coveted 
top spot in the 1998 UPC Reader’s 
Awards. Challenging you to lead an 
elite squad of Commandos against 
the Nazis, the game offered hours 
of compulsive gameplay against the 
popular backdrop of Second World 
War Europe. Dozens of increasingly 
perilous and perplexing missions 
had thousands of you glued to your 
monitors. Expect more of the 
same from the sequel due out 
later this year! 
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isneciat Report 


the game changes; for the Marine you must escape 
from a research facility and uncover databases before 
blowing everything up. As an Alien you simply have to 
survive against Marines and Predators, whilst as one 
of these latter creatures you must find your weapons 
and parts of your ship that have been taken by human 
scientists, as well as finding your comrades (or 
avenging their deaths). 

Each of these characters is unique not only in 
their equipment, but in how they actually play. Aliens 
are extremely fast and can climb along walls and 
ceilings, relying only on their claws, tail and acid spit 
as weapons. With each further level you become 
more powerful until you ultimately become the most 
powerful creature in the game. Play as a Predator 
and you are fast, strong and can use infra-red vision 
to see your prey. The marine is the slowest and 
weakest of the characters except he can be armed 
with extremely powerful weapons (and a lot of 
them), a motion tracker and a shoulder lamp. 

When you come up against the other two species 
when playing AVP, you're going to be amazed by the 
sophistication of the enemy Al. The enemies will all 
start at the same positions each time you play a level. 


your grinnin’ and drop your linen! What could be the scariest if not 
the greatest first-person game ever is close to completion. 

On your PC, no-one can 
hear you scream. 


kay, admittedly the cliches were a bit 
much, but UPC is a bit excited about this 
new game from Fox Interactive which looks 
set to be one of the biggest games of the year. 

Back in Issue 17. we featured an interview with the 
President of Fox Interactive, Jon Richmond, as he 
offered an exciting first glimpse mto Aliens Vs 
Predator [AVP) and what we can expect. Admittedly 
the UPC office is constantly hearing about 
revolutionary games that are going to change the 
face of computer games, of new graphics engines 
that allow this and that, and, of course, that the 
games will be the biggest of the year. 

Well this time it seems that the game fully 
justifies the hype. The first demo to appear in the 
office was of the Predator part of AVP, and this 
didn't exactly cause a great deal of excitement. 
Sure, the graphics may have been ahead of their 
time, but it was too dark to see anything and no- 
one lasted long enough to get anywhere. Now the 
Marine part of AVP is in the office as an early demo 
and it's, well, mind-blowing. 

Not just man is the prey 

AVP is based on the Aliens and Predator films and 
allows you to play through one of three unique first- 
person perspectives: a Colonial Marine's, an Alien's or a 
Predator's. Depending on which you choose, the aim of 
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Aliens Vs. Predator 


PUBLISHER 

FOX INTERACTIVE 

DEVELOPER 

REBELLION 

RELEASE 

SPRING 1999 

WEB SITE 

www.foxinteractive.com 

PLAYERS 

1-8 


AT A GLANCE _ 

This looks impressive enough in the screenshots but 
seeing it all move is mind-blowing. The aliens move 
quicker than the eye can follow, and smoothly as 
well. The lighting, with ceiling lights flickering on 
and off. is awesome. I've fallen in love... 


but they will all choose different paths to follow each 
time you play, meaning you’ll never be able to predict 
their behaviour. Instead, when you play as a marine 
the aliens swarm towards you wherever you are and 
sometimes attack in groups from all sides. It's one of 



the scariest feelings imaginable when you playAVP as 
the marine and you're watching all of these blips on 
your motion tracker converge on your position! 

To fight your enemies, depending on which race 
you play as. you’ll be given different weapons and 
equipment. Obviously, playing as an alien you’ll only 
have your claws and tail to attack with, but to 
counter this you’re faster than Linford Christie and 
can climb anywhere. As a Predator, you can survive 
big falls (Aliens are unharmed by them, while Marines 
fare worst from them) and can be armed with wrist 
blades, a pistol, spear gun, throwing disk - all straight 
from the films. As a Marine you can arm yourself with 
a pulse rifle/grenade launcher, a smart gun, a minigun 
and a rocket launcher. You can also use a motion 
tracker as well as a shoulder lamp. 

Fox have taken a great deal of care to ensure 
that the weapons and equipment look and act as 
they do in the movies and have made sure that each 
race uses its own equipment and no-one else’s. 

Something to watch out for 

So why is this game so good? Well the graphics for 
a start, with incredible backgrounds, lighting 
effects. 1000+ polygons per character (countless 
frames of animation), hi-poly worlds, reflections in 
water and polished surfaces and particle effects 
for smoke, blood etc. (see box-out). The 




THIS ISN'T A PREDATOR'S VERSION OF THE CLOTHES SHOW BUT A SITUATION YOU KNOW YOU DEFINITELY WON’T BE WALKING AWAY FROM 


screenshots don’t do this game justice, though, 
because everything moves so beautifully and the 
sense of tension is unbelievable. The aliens move 
so quickly and your reflexes are pushed to the 
limit constantly. Bear in mind that this is just 
from the demo, so playing the finished product 
should be incredible. ■ 




EXPLOSIONS. 

ACTION! 


n he graphics in this game have to be seen to be 
believed, and they’re all thanks to a new 
game engine. This allows for highly realistic lighting 
effects to add to the sense of atmosphere, including 
colours, flickering lights and strobes. Stray shots 
can even knock lights out. plunging the room into 
darkness. Droplets of blood, fire, water, smoke and 
steam all leave marks on the environments and are 
all individually lit. The number of polygons per 
character allows for arms, legs and heads to be 
shot off. Even the water on the outdoor levels will 
be some of the most realistic seen with reflections 
(also seen in mirrors and metallic surfaces), and a 
turbulence created by you walking through it. 



MOST OF THE GAME IS PLAYED IN THE DARK. WHICH IS 
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, MAIL ORDER SUPPLIER OF COMPUTER GAMES! 


PRICE !! 



DIVISION OF INTERACTIVE COMIMERaAL 

'As YOU PUUSUB YOUR HORRY YOU WIU UMDOUBTSDLY COMSIOMR BUYtMO 

_ OAMES FROM LOTS OF OIFFSRSMT PLACES SUCH AS THE HIGH STREET 

- ... OTHER MAIL ORDER COMPAHIES, SO WHAT MAKES BUYIHO FROM OaMEPLAY 

DIFFEREHT TO BUYIHO FROM AHYWHEKg ELSE? WELL, HOW THIS,,, 


QUALITY !! 


Why not visit our 


You should find Gameplay to be the 
cheapest supplier of PC games in the country. 

However, we can't look everywhere at once, so 
if you do find a better price, please ring us and we will do 
our best to beat or match it. Also, we offer a FREE 1st Class 
delivery service and we don't charge for membership if you 
are buying by mail order so there are no"Hidden rj 

Charges". T he price you see is the price you pay! 


All items are fully guaranteed by both Gameplay 
and their manufacturers. Any product that 
becomes faulty within its warranty period will be 
replaced hassle free, quickly and efficiently. 


SERVICE 


Delivery time is normally within 2 working days 
and our packaging has been specially designed 
■ ' ' ‘ ■ ■ ^rfec' 


CHOICE !! 


Just look at this advert! 2 pages crammed with 
software and equipment! We try to stock every 
game available and if it's not in stock when you 
ring we should be able to get it for you fast. 



to ensure that your products arrive in perfect 
condition (we do not use Jiffy Bags!). Also whatever 
your needs we can help you make the right choice. Our 
salesmen are all enthusiasts and do not make commission. 



CLUB SUPERSTORE IN 

Leeds at the 

ADDRESS ON THE ORDER FORM! 

All items in 

THE STORE 
ARE AT THE 
SAME 

ISCOUNTED 
PRICES AS 
OUR MAIL 
ORDER 
DIVISION. 


SO they can give you completely impartial advice. 
Remember, if you don't like it you don't have to keep h 
we make sure we tell you the truth! 


These are the qualities that have made us Britain's 
largest and fastest growing mail order supplier of 
it so computer games. CAN YOU ^FORD NOT TO bUY YOUR 
GAMES FROM U5? 



WITH EVERY ORDER 

EVERY TIME YOU PLACE AN ORPER YOU MAY CHOOSE A 
PIECE OF SOFTWARE FROM OUR FREE OIFT LIST OF 
SOFTWARE ANO ACCESSORIES. THERE IS A LIMIT OF ONE 
FREE OIFT PER WEEK BUT NO MINIMUM ORPER VALUE 
TO QUALIFY. SECONPLY, YOU WILL ALSO RECEIVE OUR 
UTEST CATALOCUE PACKEP WITH MORE OFFERS! 
llBiSEi&<^B^mAXKXYOUKf1SSOFMMEm»IO^ 


1943 European Air War.£28.99 

101 Airborne.£24.99 

3D Ultra Pinball 3.£14.99 

3 Mega Games: VYing Commander 4, Privateer 2 & 

Crusader no Regret.£18.99 

688i Hunter Killer.£29.99 

Abe's Exodus.£27.99 

Aqua Golf 2.£14.99 

Actua Soccer 2.£14.99 

Actua Soccer 3.£25.99 

Adventures Data Disk for Warcraf 2, Diablo, Might 

& Magic 2 & Daggerfall.£8.99 

Age of Empires. £22.99 

Age of Empires Rise of Rome Data Disk.£20.99 

More Empires Data Disk.£13.99 

Amiga Emulator CD (100s of Amiga games)£14.99 

Anno 1602 .£28.99 

Apache Havoc.£25.99 

Army Men.£28.99 

Asteroids.£19.99 

Award Winners Nol Pack.£14.99 

Baldur's Gate.£27.99 

Battleground Eastern Front.£21.99 

Battleground Western Front.£26.99 

Battle Isle 4 - Incubation.£21.99 

Incubation Data Disk: The Wilderness Missions..£14.99 


£29.* 

0^3 ~ . £14.'^ 

Championship Manager '97/'98.£17.99 

Chessmaster 6000.£27.99 

CiviusATiON 2 + Settlers 2 + Sim City 2000 £24.99 

Cmusation 2 + Command & Conquer.£19.99 

Civ 2, Magic the Gathering & XCom Apocalypse£23.99 

Cmusation 2 Data Disk; Fantastic Worlds.£13.99 

Cmusation 2 Multiplayer.£13.99 

Civ 2 CouiaiON: Cmusation 2, Fantastic Worlds, 
CONFUaS IN CiVLISATION & CiV 2 STRATEGY GUIDE £24.99 

Close Combat 2: A Bridge Too Far.£21.99 

Cluedo 2.£23.99 

Colin McRae Rally.£21.99 

Combat Fught Sim (MicrosofI.£30.99 


Mickosoft Fught Sim '98 4 World of Flight .£36.99 

Microsof Southern Caufoknia Data Disk .£23.99 

Scenery Disk 98 - British Isles ) & 2, China . each £19.99 

Scenery Disk 98 ■ Europe 1.2 ok 3 . £29.99 

Flight Shop V2 - now tor FS5.1 4 FS6 . £35.99 

Fught Sim FSFX V2 - Contains extra planes, scenery, sounds 

ETC fOR FS 5. 1, F 56& F 598 . £24.99 

Boeing/Business Jets/Airbus/Great Airunes . each £23.99 

Perfeg Fught 2 Round THE World Disk FOR MS FS 5.1 &6£21.99 


Need For Speed 3: Hot Pursuit.£29.99 

NFL Madden '99.£29.99 

Nightmare Creatures.£18.99 

ODT.£28.99 

Of Light & Darkness.£27.99 

Operational Art of War.£26.99 

Outlaws.£9.99 


R (Win '95).£13.99 

R& Covert Ops.£19.99 


Command & Conquer 
Command & Conquer_ 

Covert Operations Data Disk for C&C. £9.99 

C&CRed Alert.£14.99 

C & C Red Alert, Afermath + Counterstrike£25.99 

Counterstrike - official Red Alert Data Disk. £13.99 

Aftermath - official Red Alert Data Disk. £13.99 

mw 


COMMANDOS: Behind Lnemy lines.. 



American Civil War CoLLsaiON - Antietaji^ 

Buu Run, Gettysburg & Shiloh.£21.99 

Napoleon CoujaioN • Napoleon in 
Russia, Prelude to Wahrloo, Waterloo & 

Age of Sail.£26.99 

The Following are all just £9.99 each!!! 
Antietam, Ardennes, Buu Run, Gettysburg, 
Napoleon in Russia, Prelude to Waterloo, 
Shiloh, Waterloo. 


Battlfech Mechcommander.£28.99 

Bahlezone .£14.99 

Beasts & Bumpkins.£19.99 

Big 6 Pack - MK3, Sensible Soccer, Battlecruiser 
3000AD, Bedlam, Stargunner & Enemy Nations£15.99 
Biggest Names Best Games - Need for Speed 2SE, Dark 
Omen, Theme Hospital, Dungeon Keeper, Sim2000£22.99 

Black Dahlia.£21.99 

Blade Runner .£21.99 

Buzzard: Starcraf, Diablo & Warcraf 2 ..£36.99 

Blood 2: The Chosen.£27.99 

Brian Lara Crickf .£22.99 

Brunswick Bowung.£15.99 

Bust A Move 2.£16.99 

Caesar 3.£24.99 

Capitausm Plus .£19.99 

Carmageddon .£12.99 

Carmageddon 2.£29.99 

Carrier Strike Fighter iFlBE.£26.99 

Castrol Honda Superbike World Championship ..£19.99 
Cau .£7.99 



CoNFua Freespace.£27.99 

CoNFua Freespace Data Disk: Silent Threat.£13.99 

Constructor.£20.99 

Creatures 2.£25.99 

Daggerfall 2: Battlespire.£27.99 

Daikatana.£27.99 

Dancer DNA.£14.99 

Dark Vengeance.£28.99 

Dark Omen: Warhammer 2.£19.99 

Deathtrap Dungeon + FREE Mouse Mat.£17.99 

Defhs of Doom Trilogy - Doom 2, Ultimate Doom, 

Episode IV & 3000 Master Levels.£12.99 

Diablo.£19.99 

Diablo Hellfire: Official Data Disk.£13.99 

Die Hard Trilogy.£13.99 

Dogz.£7.99 

Dogz3.£14.99 

Duke Nukem 3D.£12.99 

Duke Nukem In The Caribbean.£9.99 

Duke Nukem Kill-A-Ton Colleqion.£17.99 

Dune 2000.£29.99 

Deeper Dungeons Data Disk for Dungeon Keeper ...£9.99 
Extreme Power Pack 2 Tomb Raider, Z, FIFA '97£14.99 

FI 5 (Janes).£29.99 

F16/MIG-29.£29.99 

F22A.D.F. (TFX3).£17.99 

F22 Red Sea Operations Data Disk.£13.99 

F-18 Hornet.£22.99 

FA-18 Korea.£17.99 

FA-18 Korea & Flying Corps Gold.£24.99 

FA Premier League Football Manager.£29.99 

Falcon 4.0.£27.99 

Fauout.£19.99 

FAaouT2.£25.99 

FIFA Soccer'99.£29.99 

Fifth Element.£28.99 

Final Fantasy 7 + FREE Mouse Mat.£29.99 

Fught Unlimited 2.£13.99 

Flying Corps Gold.£17.99 

Forgohen Realms AD&D Archive - 

Eye of the Beholder 1,2 & 3, Menzoberranzan, 

Dungeon Hack + 7 others.£19.99 

Forsaken.£19.99 

Fragile Allegiance.£14.99 

Game, Net & Match.£19.99 

Gangsters: Organised Crime.£28.99 

GetMedievil.£16.99 

Gex3D.£13.99 

Global Domination.£28.99 

Goosebumps - Ahack of the Mutant.£25.99 

Grand Prix Legends.£27.99 

Grand Theft Auto.£16.99 

Grand Touring.£25.99 

Great Battles Series Triple Pack.£21.99 

Grim Fandango.£29.99 

Half-Life.£28.99 

Hardball 6.£29.99 


Heavy Gear 2.£27.99 

Hardwar.£25.99 

Heart of Darkness.£27.99 

Heretic 2.£28.99 

Heroes of Might & Magic 2 & Data Disk bundle£24.99 

Holiday Island.£21.99 

Incoming.£19.99 

Industry Giant.£26.99 

International Cricket Captain.£22.99 

Ipanzer 44.£22.99 

I War.£19.99 

Israeli Air Combat.£32.99 

Jazz Jack Rabbit 2.£14.99 

Jedi Knight & Mysteries of Sith Data Disk ..£22.99 

Jimmy White's Snooker 2.£29.99 

Jo Guest Love Bytes.£16.99 

Journeyman Project 3.£19.99 

Killing Time - Quake & Ultimate Doom!.£15.99 

Kings Quest Collection.£18.99 

KKND Extreme.£12.99 

Knights & Merchants.£28.99 

Last Express.£19.99 





Half-Life 


TOCA2 


Lego Chess.£24.99 

Lego Creator.£28.99 

Lego Loco.£22.99 

Lego Island.£19.99 

UnksLS'98.£19.99 

Links LS '99.£28.99 

Links Courses: Valderama/Oakland/Davis Love/Etc. £16.99 

Lords of Magic.£25.99 

Lords of the Reaiaa 2 Royal Edition.£25.99 

Lucas Arts Archive Vol 4 - X Wing Coll, Tie Fighter 
Coll, Dark Forces, X Wing v Tie Fighter, Yoda .£32.99 

Lula-The Sexy Empire.£19.99 

Lula-Virtual Babe.£12.99 

Ml Tank Platoon 2.£18.99 

Megapak 8.£23.99 

Megapak 9 - Civilisation 2, Interstate 76, Destruqion 
Derby 2, Discworld 2, F22 Raptor, Jack Nicklaus 5, Pro 

Pinball Timeshock, Admiral Sea Bahles.£27.99 

Magic & Mayhem.£28.99 

Men In Black.£16.99 

MIA.£22.99 

Michael Owen's World League Soccer '99.£26.99 

Micro Machines 3.£19.99 

Microsoft Pinbau Arcade.£17.99 

Microsoft Return of Arcade.£17.99 

Microsoft Revenge of Arcade.£17.99 

Microsoft Motocross Madness.£29.99 

Might & Magic 6.£26.99 

Monaco Grand Prix Racing Sim.£28.99 

Monkey Island 3.£22.99 

Monopoly.£24.99 

Monster TRua Madness 2.£33.99 

Mortal Kombat 4.£24.99 

Moto Racer 2.£29.99 

Motorhead.£17.99 

Myst.£18.99 

Myth: The Fallen Lords.£17.99 

NAM.£19.99 

NBA Lve '99.£29.99 


OuTWARS.£33.99 

Pacific General.£18.99 

Pandemonium 2.£13.99 

Panzer General 2.£26.99 

PGA Tour Pro.£17.99 

Pga Nippenburg Euro Data Disk.£6.99 

PoucE Quest Collecton 1 -4.£21.99 

PoucE Quest SWAT 2.£27.99 

PouTiKA (Tom Clanq).£19.99 

Pool Shark.£25.99 

Populous: the Third Coming.£29.99 

POSTAL.£15.99 

Premier Manager '98.£15.99 

Pro 18 World Tour Golf.£28.99 

Pro Pinball: Big Race USA.£16.99 

Pro Pinball: Timeshock.£14.99 

Quake Resurrecton: Quake, Q Zone & AMuce ..£14.99 

Quake 2.£18.99 

Quake 2 Data Disk: Juggernaut.£14.99 

Quake 2 Data Disk: Ground Zero.£19.99 

Quake 2 Data Disk: The Reckoning.£18.99 

Queen: The Eye.£29.99 

Quest for Glory 5; Dragon Fire.£24.99 

Quest for Glory Anthology.£18.99 

Railroad Tycoon 2.£26.99 

Rainbow 6.£25.99 

Ream.£28.99 

Red Baron 2.£19.99 

Redneck Rides Again.£27.99 

Resident Evil - state 3DFX or Power VR version..£22.99 

Return to Krondor.£28.99 

Rising Lands.£14.99 

Risk.£19.99 

Riven (Myst 2).£16.99 

Rocky Horror Show.£25.99 

Rogue Squadron.£27.99 

Scrabble.£27.99 

Sensible Soccer World Cup '98 Edition.£22.99 

Sensible World of Soccer Club Edition.£19.99 

Sentinel Returns.£26.99 

Sehlers 2 Gold & Seven Kingdoms Bundle.£19.99 

SEnLERs2GoLD.£17.99 

Settlers 3.£26.99 

Shadows of the Empire.£12.99 

Shanghai Dynasty.£19.99 

Shogo Mobile Armour Division.£28.99 

Sierra Pro Pilot Double Pack.£28.99 

Sierra Sports: Golf/Baseball '98/Ski Raonc.bach £22.99 


Star Trek Klingon Honor Guard.£28.99 

Star Trek Omnipedia. £12.99 

Star Trek: Star Fleet Academy. £25.99 

Star Wars Archives. £22.99 

Star Wars: Behind the Magic. £16.99 

Star Wars Monopoly. £10.99 

Star Wars Supremaq. £22.99 

Star Wars: X Wing Colleqors Series.£24.99 


...£25.99 

...£16.99 

...£27.99 

...£29.99 

...£29.99 

...£19.99 

...£26.99 

...£28.99 

...£29.99 

...£19.99 


Steel Panthers 3.. 

Sunday Times Crossword & Dictionary .. 

Team Apache 
Test Drive 4X4 
Test Drive 5 
The Golf Pro 
The Golf Pro 2 
Thief: Dark Projeq 

Tiger Woods '99 Golf. 

TOCA Touring Cars. 

TOCA Touring Cars 2.£21.99 

Tomb Raider 2.£19.99 

Tomb Raider 3.£28.99 

Top Gun 2.£24.99 

Total Air War.£28.99 

Total Animals (Catz, Dogz & Worms).£12.99 

Total Heaven: Civilisation 2, Sim City 2000, 

Sehlers 2. £24.99 

Total Insanity: PGA European Tour, Network Q 

Rally, Star Trek TNG A Final Unity. £14.99 

Total Insanity 2.£24.99 

Total Sport: Links LS, Saaapras Tennis, FIFA '97. £16.99 

Trespasser.£29.99 

Ultima Collection.£24.99 

Ultima Online.£32.99 

Ultima Online Second Age.£29.99 

Ultimate Soccer Manager '98.£22.99 

..£23.99 



Urban Assault.£29.99 

V2000.£26.99 

Voi-CoM MS FS '98 Upgrade.£74.99 

V Rally.£26.99 

Wall Street Trader 99.£29.99 

WaRCRAR 2 + 50 EXTRA LEVELS + HINT BOOK..£18.99 

War Games.£29.99 

Wargasm.£28.99 

Warhammer: Chaos Gah.£27.99 

Warhammer: Final Liberation.£25.99 

Warlords 3.£22.99 

War OF THE Worlds.£26.99 

Wetrix.£19.99 

Wing Commander Prophecy.£17.99 

World Cup'98.£9.99 

World Rally Championship (Network Q 2).£15.99 

World War 2 Fighters.£29.99 

Worms Armageddon.£24.99 

Worms Collection: Includes Worms2, Worms United, 

AND Worms Pinball. £24.99 

XCoM: Interceptor.£27.99 

X Files; The Game.£32.99 

X Files: Unrestricted Access.£18.99 

X Wing v Tie Fighter & Balance of Power...£22.99 

Tie Fighter v X Wing Disk: Balance of Power.£13.99 

ZoRK Trilogy: Zork Grand Inquisitor, Return to Zork 
AND Zork Nemesis. £26.99 


fli90vG05^.uadrof] Settlers .929.99 

Streets of Sim City .£28.99 

Sin.£28.99 

Small Soldiers.£24.99 

Speccy CD '97 (3000 Spectrum & C64 games).£1 4.99 

Soldiers AT War.£24.99 

Sonic R.£23.99 

South Park Screen Saver.£18.99 

Special Ops.£28.99 

Starcrar.£24.99 

Starcrar Data Disk; Stellar Forces.£13.99 

Starcrar Data Disk: Insurrection.£14.99 

Starship Titanic.£30.99 

Starsiege.£28.99 

Star Trek; Birth of the Federation (Due March)..£29.99 

Star Trek: Captain's Chair.£26.99 

Star Trek Encyclopaedia.£26.99 


We else eerry en exfensiee 
range of games hint books 
ana other tutorial books. 
Please ring for details. 



^£18.9^^£30.99 


"-£19.99^ 


WE DO NOT CHARGE YOUR CREDIT CARD UNTIL YOUR ORDER IS DESPATCHED, ^dWtTt^WRESERVE^V&UR NEW RELEASES TODAY! 














































































































































































































































































































































SALES LINES 

0113 234 ( 


BUDGET GAMES 





'£8.99 ^-^^£13.99^ 




^£11.99^ 


11th Hour + 7th Guest.£13.99 

3D Leaamings.£11.99 

3D Ultra Pinball.£10.99 

AIOCuba.£9.99 

Actua Soccer Club Edition £9.99 

Addiction Pinball. £13.99 

Armoured Fist 2.0 (Win '95) £13.99 

Bahlecruider 3000AD £9.99 

Bahle Isle 2 & Data Disk £9.99 

Battle Isle 3. £9.99 

Bedlam & Bugrider Double Pack.£5.99 

Betrayal in Antara.£9.99 

Birthright.£9.99 

Broken Sword.£9.99 

Cannon Fodder 2 + Dune 2.£13.99 

Caesar 2.£9.99 

Caesar's Palace.£9.99 

Championship Manager 96/97 .£9.99 

Chronicles of the Sword.£8.99 

Civilisation.£9.99 

Civil War General 2 £9.99 

Creatures Gold £13.99 

Cyberstorm 2, £9.99 

Dark Eye. £8.99 

Dark Forces.£12.99 

Desert Strike & Jungle Strike .£12.99 

Destruction Derby 1 or 2.each £13.99 

Discworld or Discworld 2 ...each £13.99 

Doom 2. £9.99 

Dungeon Keeper Gold.£13.99 

EF2000.£8.99 

FI Racing Sim (Ubisoft).£13.99 

F22 Lightning 2 £13.99 

Fade to Black £9.99 

Fatal Racing.. £9.99 

Final Doom.., £9.99 

Gabriel Knight 2: The Beast Within £12.99 

G-Nome. £5.99 

Grand Prix 2.£10.99 

Hardcore 4X4.£6.99 

Harvest of Souls £9.99 

Imperium Galaqica £9.99 

Interstate 76.. £9.99 

Jonah Lomu Rugby.£11.99 

Kings Quest 7.£9.99 

Leisure Suit Larry 6.£10.99 

LemmI'JGS Paintball + No More Lemmings + Lemmings£1 2.99 

Links LS.£13.99 

Lihle Big Adventure 1 or 2.£13.99 

Mageslayer & Maximum Force Double Pack.£7.99 

Magic the Gathering (Microprose).£10.99 

Master of Dimensions.£9.99 

Masters Of Orion 2.£10.99 

Mech Warrior 2 or MW2 Mercenaries..each £9.99 


..£9.99 

..£9.99 

..£9.99 

£10.99 

.£9.99 

£5.99 

£13.99 


Micro Machines 2 Special Edition.. 

Mortal Kombat 3. 

NASCAR Racing & Track Pack 

NASCAR 2. 

Network Q Rally. 

Nitro Racers. 

Nuclear Strike. 

Oddworld: Abe's Oddysee.£12.99 

Outpost 2.£9.99 

Pete Sampras Tennis.£11.99 

PGA European Tour.£13.99 

Phantasmagoria 2.£13.99 

POD Gold (Includes extra tracks).£13.99 

Police Quest SWAT.£9.99 

Power, Corruption & Lies • Dune 2, Beneath a 

Steel Sky, F-14, UFO.£9.99 

Privateer 2: The Darkening.£9.99 

Psycho Pinball.£9.99 

Puzzle Bobble.£9.99 

Quake.£9.99 


Return to Zork.£7.99 

Road Rash.£12.99 

Sam & Max Hit The Road + Day of the T£ntacle£1 3.99 

Scorcher.£7.99 

Screamer or Screamer 2.each £9.99 

Shadow Warrior.£14.99 

Shanghai.£9.99 

Sim City 2000.£11.99 

Space Hulk2:VOTBA.£10.99 

Star Trek; Next Generation A Final Unity.£9.99 

Super Puzzle Fighter 2.£9.99 

Syndicate Wars.£13.99 

Tex Murphy Overseer - Under A Killing Moon 2 £12.99 

Theme Hospital.£13.99 

Theme Park.£13.99 

Tie Fighter CoLLEaoR's CD.£9.99 

Time Comaaando.£8.99 

Tomb Raider & Unfinished Business.£13.99 

Top Gun.£10.99 

Total Annihilation.£12.99 

Total Annihilation Disk: Core Contingency.£18.99 

Transport Tycoon & World Editor.£9.99 

Ultimas.£13.99 

Ultim@te Race.£9.99 

Ultiamte Soccer Manager 2.£9.99 

Under a Killing Moon.£9.99 

Virus.£9.99 

VR Powerboat Racing.£12.99 

Warhammer: Shadow of the Horned Rat £9.99 

Wing Commander 3.£9.99 

Worms United.£10.99 

X Com: Apocalypse.£10.99 

X Com: Terror From the Deep.£10.99 

X Wing Collection + Rebel Assault.£13.99 

Z.£9.99 

Zork Nemesis.£9.99 


This is lust a smail selection of 
our educational range. Please 
call for a quote if you do not 
see what you are looking for. 



DORLING KINP ERSLEY 

Gw)grai)hv' 


Castle Explorer. ..tl4.99 

Castle Explorer/Dinosaur Hunter Bundle ....£24.99 

Chronicle of 20th Century. £21.99 

Encyclopedia of Nature 2. £22.99 

Encyclopedia of Science 1/Nature 1 ...each £12.99 

Encyclopedia of Science 2. £22.99 

Encyclopedia of Space & Universe. £24.99 

History of the World 2. £23.99 

My First Amazing World Explorer 2. £19.99 

My First Incredible Aaaazing Dictionary. £16.99 

PB Bear's Birthday Party. £17.99 

Redshift 3. £22.99 

Ultimate Human Body 2. £23.99 

Virtual Reality Dinosaur Hunter. £17.99 



GCSE Maths, Chemistky, Physics, Biology A 

GiOGEAPHY. EACH £16.99 

Keystage 3 Maths, Soence, Geography each £15.99 



^ £29.99 - ^ £28.99 : - £28.99 

DISNEY 

Wt STOCK THl FULL HANOI OF DlSNFY StOHYBOOKS AND 

Activity Centres at some of the cheapest prices in 
Bhitain! Please call for ditails. 



18.99' 

^ £18.99^ 


ADI Boo Read & Count 4-5/6-7yrs.£18.99 

ADI English & AAaths Years 3-10. each £21.99 

BBC Teletubbies/Pingu.each £20.99 

Europress Games Factory.£24.99 

Jump Ahead Nursery.£22.99 

Oxford Children's Encyclopedia.£39.99 

Print Artist V4 (Sierra!.£17.99 

Simpson's Cartoon mudio.£24.99 

Virtual Springfield.£20.99 

Winnie the Witch/A Fish Who Could Wish.each £9.99 





Surround Sound, 
Loudness Boss System, 
Full Range Tone 
Control, Power Supply. 

1^27.99 


Sits on any 
monitor, 25\N 
Peak Power, 
Boss Booster. 

£8.99 




300W PMPO, Active 
Sound, Dynamic Boss 
Super Woofer, 3D 
Surround, Satellite 
Speakers. Power 

Supply. £59.99 


APOCALYPSE PO¥fER VR 



Power VP 2nd Generation 
is almost here! We are expecting 
a release date just after 
Christmas! Power VR 2nd 
Generation will be the most 
powerful graphics accelerator 
on the market with an expected 
price of under £100. Please call 
for more information! 


menday to friday 
Saturday 

Sunday & bank holidays 


9.Q0ain to S^OOpm 
10.OOani to 7.00pin 
10.OOam to 4^00pni 


HOME & REFEREMCE 


EACH PACKAGE CAN BE CUSTOMISED TO 
SUIT DIFFERENT LEVELS OF ABILITY AND 
ALLOW YOU TO SELEQ THE APPROPRIATE 
EXAM BOARD AND SYLUBUS. AlL ARE 
WRITTEN BY PRAaiSING TEACHERS. OUR 
MOST HIGHLY RECOMMENDED RANGE OF 
EDUCATION AIDS. 


BRODERBUND 

Green Eggs & Ham/Harry & the Haunted House.each £17.99 

Logical Journey of the Zoombinis.£16.99 

Buffs Bone.£15.99 

MICROSOFT 

Creative Writer.£16.99 

Creative Writer 2.£24.99 

Fine Artist.£12.99 

Fine Artist 4 Creative Writer Double Pack.£28.99 

Magic ScHOOiBus Range.EACH £24.99 

OTHEIS 




RRP 

OFFER 

Microsoft 3D Movie Maker ... 

.£49.99.. 

. £19.99 

Autoroute '98. 

.£59.99.. 

.£50.99 

Autoroute V5 UK & Ireland... 

.£59.99.. 

. £29.99 

ClNEMANIA '97. 

.£49.99.. 

. £18.99 

Creative Writer & Fine Artist .. 

.£59.99.. 

. £28.99 

Dangerous Creatures. 

.£29.99.. 

. £10.99 

Encarta World Atlas '99. 

.£49.99., 

.£41.99 

Encarta'96. 


.£17.99 

Encarta '99 Standard. 

.£49.99.. 

.£41.99 

Encarta '99 Deluxe. 

.£79.99 „ 

.£64.99 

Money '99. 

.£29.99.. 

£24.99 

Office '95 Standard V7. 

...£199.99.. 

.£69.99 

Office '97 Pro. 

,..£499.99.. 

. £199.99 

Plus (For Windows'95). 

.£49.99.. 

.£35.99 

Plus for Kids. 

.£19.99.. 

.£17.99 

Pubusher '97 Deluxe. 

.£99.99.. 

.£39.99 

Student Office '97. 


.£119.99 

SninruT Piirikmfp... 

. .C40.99 

.£39.99 

Student Visual Basic/Visual C++. 

. £119.99 

Student Win '95/Workstation£59.99.. 

. £52.99 

Student Works . 

.£49.99.. 

.£39.99 

Windows '98. 

.£99.99.. 

£75.99 

Wine Guide. 

£49.99 - 

£10.99 

Works V4 +Money '97. 

.£59.99.. 

£29.99 

Corel Draw 4 . 


. £16.99 

Corel Printhouse,.... .. 


. £19.99 

Dance EJ . 


. £22.99 

Pave EJ. 


. £25.99 

Encyclopaedia Britannica '99 . 

. £109.99 


Family Tree Maker V5 Deluxe.£33.99 

Flagtower Range.each £5.99 

Home Gourmet.£5.99 

Hutchinsons Encyclopedia '97.£8.99 

Mavis Teaches Typing V8.£23.99 

Ordnance Survey Map of GB.£13.99 

Oxford Interactive Encyclopaedia .£14.99 



Cleansweep '97. £32.99 

First Aid '97 for Windows '95. £18.99 

First Aid '98 for Windows '95. £26.99 

First Aid Deluxe '97 for Windows '95. £32.99 

First Aid Deluxe '98 for Windows '95. £40.99 

Hurricane '98. £14.99 

McAfee VirusScan V3. £24.99 

Norton Utiuties V2. £22.99 

Nuts & Bolts. £32.99 

That's What I Call Help! - First Aid '97, Norton 
Antivirus, Windelete, Powerdesk, Handyman £39.99 



LANGUA^ 

Berlitz Think & Talk Range 
French/German/Spanish/Italian 
OR JapanesEmmEach £26.99 


Language Assistant (Tunsiatoi) Easily translates documents 
FROM OR INTO FRENCH, GERMAN, SPANISH OR ITALIAN...EaCH £19.99 

-FI SIM 

^ COMPACT 

WHEEL 

Hand-Stitched replica 

_ FI 10" steering wheel 

, self-centering and 


W - 


torque action. Gear change functions on 
steering column, 2 programmable 
buttons. Durable plastic pedals. £72.99 


TOP DRIVE 
STEERING WHEEL 


COMPLHE WITH WORKING GEARSTICK AND FOOT PEDALS 

ALSO HAS 9 BUTTONS ON THE STEERING WHEEL WHICH CAN BE 
PROGRAMMED AS GEARSHIFT OR BRAKE/ACCELERATOR/FIRE, ETC. 

Suitable for use with all driving games 

plugs INTO ALL 
STANDARD JOYPAD PORTS - NO SPECIAL HARDWARE REQUIRED 



SPICIAL OmM! 

BUY A TOP GEAR 
STEERING WHEEL 
AND GET £2 
OFF ANY 
DRIVING GAME 


CH Throttle Pro.£94.99 

CH Virtual Pilot Pro.£79.99 

CH Pro Pedal.£79.99 

CH Game Card.£25.99 

CH F-16 Fighter Stick.£94.99 

CH F-l6 Combat Stick.£61.99 

Gravis Analogue Pro Joystick.£19.99 

Gravis Firebird 2.£44.99 

Gravis Gamepad.£16.99 

Gravis Gamepad **Pro**.£22.99 

SuNCOM F-15E Talon.£44.99 

SuNCOM G-Force Plus Yoke.£34.99 

SuNCOM FS Throttle.£89.99 


Sidewinder ‘Precision’ Pro . £46.99 

Sidewinder Force Feedback . £109.99 

Microsoft Sidewinder Gamepad . £24.99 



I Aifa Quad Auto-Switch & 2 Player Adaptor 

A SpUTTIR cable with a DIFFERENa! 

Compathu with Win '95 and DOS and 


A ^ joystiocs/paos, the Alfa Quad 

B.yy ^ ^ CONNECTED TO ONE 


JOYSTKX FOIT. 7ft long lead. 


THRUSTMASTIR products 


Fomuia 1 RAaNG Wheel t Pedus Assemut 
Comes with Steering Wheel, Gearstick + Pedals 
RRP £124.99 OURI^ICE £99.99 
Fota Feedback version £119.99 


Thrustmaster FI Sprint SnERiNC Wheel 
RRP £54.99 OUR PRICE £46.99 


Maximise performance & responsiveness with a 
‘ Kfei . 


thrustmasfer ACM Game Card.£21.99 




F-1 6 FLCS Joystick- Features Four 4-way hats, 

3 BunoNS, Dual Stage Trigger & Paddle Switch . £109.99 

F-16 TQS Throttle ■ True Repuca of F-16 Throttle Quad-rani 
System. Features Targeting Cursor Control, Two Dials. 

Two 3 -position switches & 4-way radio switch . £109.99 

AnACK iHRonii. £42.99 

F-22 Joystick. £129.99 


X Fighter Joystick. £38.99 

Elite Rudder Pedals. £49.99 


Top Gun Official Joystick - 4 Way Hat Switch, Weighted 

Base, 3 Beveled Buttons, Quick Action Trigger. £28.99 

Thrustmaster Flight Pack - includes Top Gun Joystick, 
Ahack Throttle & Elite pedals. £119.99 


Space Orb 360^ 

10/10 - PC I 


Get Unreal for just £10 

visit 

www.spac^etec.con 
for more mfo.... 

In REAL-LIFE, you don't think about 
HOW to move... you just do it. 

Shouldn't it be the same in your 3D 
games? Break the barrier of clunky 
linear 2D keyboard, mouse and 
joystick play with full-blown 6-axis 
360° control in any and every 
direction. Perform outrageous combo 
moves like circle strafes, diving rolls, 
swat moves and the indefensible 
death blossom... moves impossible 
with the keyboard, mouse or joystick. 
Recommended for all 3D games, e.g. 

Quake, Tomb Raider, Forsaken, I 
Unreal. This is also the only controller I 

tlirgtflY wmBglibls.wilfa.flll .Inptws- [ 


Hint Books 

\Age of Empires SoluHons .. .£12.99 j 
Commandos Official Guide £16.99 | 
Creatures 2 Official Guide .£15.99 I 
Discworld Official Guide .. .£78.99 I 

p Final Fantasy 7 Guide .£74.99 1 

* Grim Fandango Guide ... .£75.99 I 
il Half-Life Strategy Guide .. .£75.99 I 
r( Internet for Dummies V4 .. .£78.99 I 
MS Combat Flight Sim GuideBI6.99 1 
MS Flight Sim 98 Moves .. .£76.99 f 
Riven Unauthorised Secrets .£6.99 I 
Tomb Raider Official Guide £70.99 I 
^Tomb Raider 2 Official ... .£70.99 I 
Tomb Raider 3 Official ... .£70.99 
Windows '95 for Dummies .£78.99 I 
Windows '98 for Dummies .£78.99 I 
X Com: Apocalypse Guide .£75.99 [ 



X36 Fughtstioc 6 Thbottu Pack 

Unarguably the best bundle 

available! Excellent reviews from 


ALL magazines, EVERY FEATURE 
conceivable - CALL FOR MORE INFO 

£74.99 


CONTROL ALLOWS YOU TO PUY AND 
BAASTER COMPLEX GAMES MORE 
EASILY. Simply touch the piqure 
iame! r 


to control the game! Fully 

PROGRAMMABLE, 8 WAY THUMB PAD 

£^9.99 



Hits/iNimm 

8 BUnONS, individual turbo and auto-rre { 
SEiia, LED, Auto-caubrating, 15 Pin : 

£14.99 


SAITIKACIMASTttlB 

4 MiCROSWITCHED fire BUnONS WITH TURBO¬ 
FIRE, Hat switch, seperate throhle lever, 

PROTEIN RUBBER GRIP 

£21.99 







Raong Wheel A P 


•.hSY CLAMPING SYSTEI^ 10" 

PADDED WHEEL, Ratio Digital 
TECHNOLOGY, GeAR STICK AND 
SHIFT PADDLES. £69.99 
WITH Force Feedback £129.99 


Cyiqm 3P Stuk 

24 Programmable aqions, left or right 

HANDED, hat SWITCH, 3D TWIST FUNQION 
AND 3 HANDLE ADJUSTMENTS TO ALLOW YOU 
I TO MAKE IT FIT YOUR HAND PERFEaLY! 

i £34.99 



Saitek X36F Prograaamable Flightstick.£44.99 I 

I Saitek X35F iHRonii Rudder System.£34.9!^ 


Per4mer Force Feedback 
Steering Wheel 

£ 99.99 


r-T\SALE5 LINES OPEN: 

X MON-FRI 9am - 8pm 
IV J SATURDAY 10am - 7pm 
SUNDAY 10am -4pm 

n7|«f0 QUIBBLE EXCHANGE POLICY I 

DU/-“---- 


■^PURCHASE FOR ANY REASON^ 
SIMPLY RETURN THE ITEM WlfHlN 
48 HOURS OF RECEIPT AND 
SUBJECT TO A FEE (10% OR 
MINIMUM £4), WE WILL SWAP IT 

-- hei^ “ - 


FOR ANOTHER ITEM.. WE RESERVE 
THE RIGHT TO REFUSE EXCHANGE 
IF THE ITEM IS NOT RECEIVED BACK 
IN PERFECT CONDITION). 


n71 ORDER BY CREDIT CARD, CHEQUE, 
Lx POSTAL ORDERS OR CA^H (PLEASE 
SEND CASH BY REGISTERED POST 

0 


SEND CASH BY REGISTERED POST 
FOR YOUR OWN PROTECTION). 


0 


ORDER WITH CONFIDENCE FROM 
ONE OF THE LARGEST SUPPLIERS IN THE 
COUNTRY! OVER 250,000 HAPPY 
CUSTOMERS SO FAR! 


I ST CLASS DELIVERY FREE OF 
CHARGE JO U.K. MAINLAND. WE 
PROVIDE THE FASTEST DELIVERY 
SERVICE AROUND: 1-3 WORKING 
DAYS MAX ON STOCK ITEMS. (PLEASE 
ALLOW 8 DAYS FOR CLEARANCE IF 
SENDING A CHEQUE). NEXT DAY 
DELIVERY FROM £4. ORDERS PLACED 
BEFORE 3PM ARE SENT THE SAME 
DAY (SUBJECT TO STOCK). 

I ODD'S OF TITLES AVAILABLE. 

WE ALSO STOCK GAMES & 
ACCESSORIES FOR PSX, N64. 
SATURN & OTHER CONSOLE^ 


1 OTHER COMPANIES AMY TAKE 
YOUR MONEY IMMEDIATELY BUT 
WITH GAMEPLAY YOU WILL BE 
SAFE KNOWING THAT YOUR 
CREDIT CARD WILL MOT BE 
DEBITED UNTIL TOUR ORDER 
IS DESPATCHED! 



?><Cut out this order form and post to: 

fAmeplay, entertainment house. 


Name:.... 
Address: . 


CIK>SS (HANCEllOR snm, Lm>S, LS6 TTG 

.Have you ordered before? Yes / No 


Postcode:.Signature: ., 

Tel:.Fax:. 

CashD Cheque □ Postal Order □ CardD 


Item description 

Price 


£ 


£ 


£ 


£ 


£ 

Optional express cheque clearance. If you are 

PAYING BY CHEQUE BUT DO NOT WANT TO WAIT FOR IT TO 
CLEAR PLEASE ADD £2.00 HERE FOR EXPRESS CLEARANCE* 

£ 

Postage is FREE for all games shipped within the U.K. DC p 

Oolional NEXT DAY DELIVERY availoble: £4.00 for 1 si ' ^' 

£ 

item plus £1.00 For each subsequent item. T/\TA| 
Over^as postage - £2.50 per software item. 1 W 1 ML 

£ 


I l^Sn PJ Cheques payable to 'Gameplay'. 

PIWmJ Prices may be subject to fluctuation. E & OE. 

Card No. □□□□□□□□□□□□□□□□□□ Expiry Date Issue No. □□ 


UPC(2) 


“Please note that express cheque clearance does not apply to Building Society cheques. I 


S f diia pm u 21/12/^ 


QUALITY SERVICE 






























































































































































































































































































































































GRAPHICS 


A score in this bracket is a 
sign that the game reviewed 
is of a high quality but 
has the odd minor flaw 


HAZARDOUS 


I orra a flipping nightmare! Christmas, the busiest 
time of year for the games industry, and a week 
I lobbed off our deadline to enable us all to go home 
and scoff mince pies till we can no longer see our shoes 
over our bellies! As a result we've all been working like fools 
to get everything done and dusted so we can have the 
Chrimbo period off. It also means, by a combination of so 
much software and so little time, that we had to hold 
several reviews over until next month. But look on the 
bright side - that gives you all the more to look forward to 


Wake me when it's over... 


all. one of the all-time great games. But before I get carried 
away, other highlights include Abe's Exoddus and the superb 
Blood 2. On the downside. Asghan promised much and 
delivered not at all. but for bargain of the month it's a 
straight fight between The Golf Pro II from Empire, at just 
£14.99. and Novalogic's superb compilation featuring F-22 
Raptor, Armoured Fist 2 and Comanche 3 - three of the 
best simulations in their respective fields. 

Retro fans will be well away with the X-Wing Collection 
featuring both the X-Wing and Tie-Fighter games as well as 


The busiest time of year for the games industry, 

and a week iobbeo off our deadline to enable us all to go home 
and scoff mince pies till we can no longer see our shoes 


EXPLOSIVE 


90-100% 


Any game scoring this 
highly is considered 
exceptionally good by the 
UPC team and worth buying 


HOT PROPERTY 


in the new year. Except, of course, by the time you read 
this it will be the new year and Christmas will be but a hazy 
memory. Hey. does the thought of cold turkey make you 
feel ill? Just wondered. 

Anyway, as always, there are plenty of goodies to get 
your teeth into this issue. Alpha Centauri is the big 
exclusive, and if there's one bloke on this planet who knows 
how to put together a decent strategy game, it's the boy 
Meier. Okay, so maybe the gameplay is rather derivative of 
Civilization II, but that isn't exactly a bad thing. Civ is. after 


last year's X-Wing l/s Tie-Fighter. However, considering the 
age of the first two games, it's inevitable (even with a bit 
of 3DFXing) that they still look rather dated. Star Wars 
fans are sure to forgive such shortcomings, and since 
everyone in the world is a Star Wars fan. I guess maybe it 
evens out in the end. 

See you on the other side ■ 

Miles Cutlery - REVIEWS EDITOR 


HALL OF FANE new releases... ^ 


0-40% 

Any game scoring this low 
is best avoided. Should you 


PUS - ALPHA CENTAURI psts - ABES EXODDUS PS92 - THE GOLF PRO 2 


ULTIMATE INFO 


Plenty of leagues, lots of players and 
most of the stats seem reasonably 
up-to-date 


Join The Special Reserve Club 


The control system is annoying, 
especially when it comes to 
selecting players 


If you're prepared to put in the 
effort youTl find a lot of depth and 
detail, but it’s not something you can 
get to grips with immediately. 
However, it’s the loading times that 
are a pain. A good overall effort, but 
doesn’t look to be a CM3-beater 


ULTIMATE PC 


purchase such a title, be A * review a box-out similar to the one shown here will list all the information you need. We display both recommended and 

prepared for the worst! “ minimum specs for each game - the amount of RAM. the processor speed, any graphics requirements and how much hard drive space you 


need. We then have a final verdict and score. 


For those interested in buying the reviewed game, its publisher and developer are listed, along with its price and release date at the top of the page. If you 


have access to the Internet, a Web address for the product is also supplied. 












































Reviews Intro I 



Wave goodbye to your social life, prop your eyes open with matchsticks. and you’re ready for Alpha Centauri 



With more and more games 
containing adult content, we’ve 
decided that any game deemed 
^ unsuitable for minors will receive 
^ the well-known 18 certificate logo. 
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ULTIMATE PC reviews are sponsored by Special Reserve. We use MAXX PCs from the Special Reserve range of machines. These 
Pentium II P450 machines come equipped with 128HB RAM. a 1268 Hard Drive, an 8MB AGP graphics card. 12MB Voodoo II 3DFX 
card. OVD drive, a 17’ monitor and Windows ‘95. As you can see. Special Reserve sell top quality PCs equipped with the latest 
components. The MAXX range is unique by virtue of the extensive list of custom options available, including OVD and 3DFX. To 
find out more about Special Reserve’s MAXX PCs and the company’s impressive range of other machines, call them on 01279 
321321. or write to them at: PO Box. 847. Harlow. Essex. CM21 9PH. 





























lEXPLOSIVEI 


Review 


PLAYERS 1-6 


RELEASE FEBRUARY 


PRICE £39.99 


DEVELOPER FIRAXIS 


PUBLISHER ELECTRONIC ARTS 


At last it’s here, the game we've all been waiting for. 
The third instalment of Sid Meier's classic 
Civilization series has landed. Civilization I and 11 
have both sold over one million copies, can Sid and 
his team at Firaxis make it three in a row? We 
find out in a world exclusive review! 
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I Review 



SID MEIER’S 

ALPH7^ 

CENTAUR 


REYNOLDS DESIGN 


': CJ{ START GAME 


JAJI 




V!L 


Back in 1991, Microprose 
published a game which was 
destined to become one of 
the few real classics in the world of 
computer games. Sid Meier's 
Civilization was a huge hit. and still 
stands as one of the most 
challenging and addictive games ever 
made. It is one of those games which 


sleep has definitely got something, 
and Civilization has got it in spades. 
You can try to quit, but it's a case of 
■just one more turn', and before you 
know it, you're late for work. 

In 1995, a network multiplayer 
version of the game was released, 
called CivNet, allowing players to 
match wits over the Internet, and a 



‘Just one more turn’, and before you 

know it. you're late for work 


you just can't put down. I first 
played it on my old Amiga 1200, and 
there were many times when I 
looked up from the screen to find 
that dawn was breaking. Any game 
which you can spend ten hours 
playing without stopping for food or 


year later the long awaited 
Civilization II appeared, with improved 
graphics, more units and 
technologies, and many other 
enhanced features. It was also a big 
hit, and made a third title in the 
series a virtual certainty. 
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What went before 

Although this is difficult to believe, 
there may actually be a few isolated 
tribes in Papua New Guinea who 
have never played Civilization, so for 
their benefit here is a brief 
description of the game. 

Civilization is a turn-based strategy 
game in which you guide your chosen 
tribe down the long path from the 
Stone Age to the space age. The scope 
of the first Civilization game is 
immense, spanning the whole of 
recorded history from A-OOOBC to the 
early 21st Century, and covered the rise 
of technological society from the 
invention of pottery and the wheel 
through to interplanetary flight and the 
first mission to colonise a new world. 



As the player, you are the guiding 
force behind your tribe, directing the 
building of cities, the development of 
new technologies and the production 
of military units to ensure your 
dominance of the world. The 
complexity of the game builds 
steadily from one single unit until you 
are controlling dozens of cities, vast 
armies and trade routes, bringing 
wealth and prosperity to your people. 

Civilization II recapitulated the same 
scenario, ending as the first game had 
with the arrival of your first colonists on a 
planet orbiting Alpha Centauri, the nearest 
star outside our own solar system. 

So no prizes for guessing where 
the new game, Sid Meier's Alpha 
Centauri, takes up the story. 




S id Meier's name has been on the box of some of the best loved computer 
games in the past fifteen years. Here are the highlights. All of these were 
published by Microprose, except for Gettysburg. 

1984 Solo Flight - Early stick’n’string flight sim. 

1984 Hellcat Ace - Slightly more sophisticated flight sim. 

1985 Silent Service - WWll submarine command game. 

1985 NATO Division Commander * Thorough but over-complicated wargame. 

1985 Conflict in Vietnam - Serious turn-based wargame. 

1985 Crusade in Europe - Not-so-serious wargame. 

1985 Decision in the Desert - As above, with sand. 

1987 Sid Meier's Pirates! - The first of the classics, adventure, strategy, role- 
playing and everything. Great stuff! 

1987 Red Storm Rising - Gritty Cold War submarine combat simulator. 

1988 F-19 Stealth Fighter - Superb Amiga flight sim. still kicks ass. 

1989 Gunship - Excellent combat helicopter simulator. 

1990 Sid Meier's Railroad Tycoon - Another classic strategy and management game. 
1991 Sid Meier's Civilization - The Big Dne. The greatest of all turn based 
strategy games. 

1991 Sid Meier's Covert Action - Spy action/adventure, but not a big success. 
1993 CPU Bach - Music composing on the 3DD. Weird. 

1994 Sid Meier's Colonization - Not as elegant as Civilization, nor as successful. 
1995 Sid Meier's CivNet ~ Multiplayer Civilization, but full of bugs. 

1997 Sid Meier's Civilization 11 - With Brian Reynolds. A classic in it's own right. 
1997 The Gathering - Deeply flawed fantasy game. 

1997 Sid Meier's Gettysburg - With Brian Reynolds. Superb Civil War wargame. 
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F iraxis was formed in May 1996 by veteran games designers Sid 

Meier. Jeff Briggs and Brian Reynolds. The company’s |I | | ^ 

headquarters are in Hunt Valley. Maryland. Their aim was to provide a 
development environment where they and their development team c ^ a /vt i s 

could work on games with long-lasting appeal. Their ethos is that the 
quality of a game does not depend on the technology required to run it. but on the sense 
of fun generated in the mind of the player. The technology is just a way of unlocking this. 
Their first release. Sid Meier’s Gettysburg! was well received by press and public 
alike, and has many fan websites dedicated to it. Their new project. Sid Meier’s Alpha 
Centauri. is a sequel to the Microprose published Sid Meier’s Civilization II. It looks 
likely to become one of the all-time classics, so I guess their ethos is working! 


Lady Ceirdre, I aro concerned mat you appear to be vithhoiding 
scientific data in vlolallon of the UH Charier for this mf&sion. 
Please release your files on Pre-senlient Algoridims at once! 


; ;> 4nR "Ha! Perhaps you should ask the U.K. to invoke sanctions! 

^ Cmw** “How could that have slipped my mind? t shaft 
O’ transmit at once!” ; 

.nssn. /‘.......It n..!..!...!.. 


Consult Cataiinks 




rights to the Civilization title, there 
has been some question as to who 
was going to produce Civ III. 

Activision, the new owners of 
Microprose, have offered Civilization: 
Call to Power, but although this is a 
good game in its own right, it lacks 
the Meier/Reynolds touch of genius. 
Be in no doubt that Alpha Centauri is 
the real Civilization III in all but name. 

It retains the familiar turn- 
based format despite rumours that 
the developers were going for a 
real-time system. Again the object 
of the exercise is to build a network 
of cities and to expand your 
territory while researching new 
technologies and trying to stay 
ahead of the arms race, but now the 
goal is rather different. The 


manner. There are four possible 
victory conditions, plus individual 
victories for special scenarios. 

Running the world 

Many gameplay elements have been 
carried over from Civilization II, such 
as the isometric zoomable map view 
and unit hit points, but Alpha 
Centauri also has many great new 
features. One which makes the game 
a lot easier to play is the addition of 
an optional Al 'Governor' for each 
city. You can, if you wish, bias the 
production of units and facilities 
towards military, civilian, scientific 
or exploratory goals, and then leave 
the city to run itself automatically. 
This approach works well if you are 
more into military conquest than 


you can also win the game by kicking 
their ass in the time honoured manner 



Reynolds split from Microprose 
to form Firaxis Games, 


ACTION 
TERRAFORM 
SCENARIO 
EDIT MAP 


Despot, the Scientist, the Mogul, the 
Survivalist, the Fundamentalist and 
the Flumanitarian. 

When the colonists arrived at 
their new world, imaginatively 
named Planet, the factions split up, 
each one forming their own 
independent colony in different 
locations. You must choose which of 
the factions you wish to play and. 
once again, guide your chosen ones 
through the development of a 
planetary culture. Naturally you 
start out with the advantages of 
advanced technology, but you have 
an entire alien world to conquer, as 
well as your rival colonists to 
contend with. 


ultimate victory condition is 
Transcendence, the next stage of 
Human evolution, but you can also 
win the game by controlling the 
planetary economy, using diplomacy 
to ensure the capitulation of the 
other faction leaders, or by kicking 
their ass in the time honoured 


science and technology, as you can 
concentrate on the warfare and not 
worry about the cities. 

One thing I was not too keen on 
was the limited control you are given 
over the scientific research being 
carried out by your scientists. Again 
you can bias the general direction 


Plotting the plot 

All did not go well for that first 
colony ship. An act of sabotage 
damaged the hibernation system and 
the crew awoke early. The seven 
expedition leaders disagreed over 
the course of action that they 
should take, and as a result the 
colonists split into seven different 
factions, each with their own 
^ ^ political agenda. You have 

the Greens, the 
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leaving their former 
. company with the 


Getting civilized 

When you start playing Alpha 
Centauri, the first impression is that 
this is quite definitely the heir to 
Civilization. Since Sid Meier and Brian 
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OTHER OPTIONS... 


Civilization II 

N/A - N/A Over two years old. but still one of 
the very best turn-based strategy games around In 

NOW 

fact only Alpha Centauri is better' 

88% 

Imperialism 

UPC 3 • 902 A decent stab at something similar 
to Civili 28 tion II. although it hasn't aged as well as Sid 

NOW 

Meier s classic 

70% 

1 Pax Imperia 

; UPC 4 - 892 An over-rated turn-based space 
combat game from THQ. It's not a patch on Alpha 

NOW 

Centauri. so don't even think about it! 

53% 



your research will take, but you no 
longer get to choose exactly which 
project to work on next. However, 
since many of the projects are fairly 
esoteric concepts, automating this 
area is perhaps not a bad idea. The 
reliance on Al automation is carried 
through to many other aspects of 
the game. The 'Formers’, which do 
the job of Settlers or Engineers from 
the previous games, can also be set 
on automatic, and will trundle about 
building roads, farms and energy 
collectors while you get on with the 
important stuff. The Al running the 
interactions with computer 
controlled characters has also 
received a lot of attention and is 
very challenging. 

Design and build 

One other rather excellent new 
feature is the Design Workshop, where 
you can build new custom made units. 
Civ II was criticised for having too 
many different military units, which 
became obsolete almost as fast as you 
could build them. Alpha Centauri 
circumvents this problem by allowing 
you to design improved units as new 
technologies become available, build 




like futuristic cities and each faction 
has a unique design. There is no 
option for a close-up view of the city 
as there was in the previous two 
games, but there is really no need 
for it - you can see what your city 
looks like clearly enough on the main 
map. The landscape textures are 
also excellent, with a good range of 
colours and more detail than in most 
games. Even fully zoomed in, 
everything still looks good. 

Beam me up 

There can't be much doubt that this 
is one of the best games around. In 
every genre, there are games which 
stand out as being masterpieces. 
Half-Life, Conflict Freespace, Tekken 
III - all have achieved greatness. In the 
world of strategy games, the 
greatest of them all has returned and 
a new benchmark has been set. 
Whether you want to call it 
Civilization III or not, Sid Meier's Alpha 
Centauri is one of the finest computer 
games I have ever played - and I play a 
hell of a lot. I have been playing 
Civilization for the past eight years 
and I have conquered the world dozens 
of times, but for the next eight years I 
will be on a different planet. Cliff 


prototypes, then upgrade existing 
units to the new specification. You are 
given choices of chassis, power plant, 
weapons, armour and special features, 
from which you can construct unique 
vehicles for special jobs. If you build a 


Centauri is certainly worthy of a 
special mention. If you play a random 
map, you get a choice of five different 
map sizes, which affects the length of 
the game. If you play on the largest 
size, expect to be busy for several 


The greatest of them all has returned 
and a new benchmark has been set 


Mapped out 

Although graphics are not normally a 
strong point in turn-based strategy 
games, the map display in Alpha 


variety of units which work well in 
combination, rather than one 
doomsday super-tank, you will be 
rewarded with a lower production 
cost and more points on your score. 

Another bonus over Civilization II 
is the inclusion of a full suite of 
multiplayer options. Alpha Centauri 
can be played over the Internet or a 
local network with up to six other 
players. Also - and I love games that 
can do this - you don't need to have 
the CD in the drive to play the game. 
If you do a complete install, you only 
need the CD for the FMV movies. 


weeks. The map is presented in an 
isometric perspective, with 3D terrain. 
This looks great, but during battles 
the undulating landscape can be a 
little confusing, so there is an option 
to flatten the map so that it 
resembles Civil. You can also toggle 
the map grid on land and water, and at 
last you can, if you wish, see the city 
area boundaries on the playing map. 

The details of the map are 
superb. The city icons actually look 


RESEARCH. DEVELOP BUILD AND DESTROY - THE INGREDIENTS TO SUCCESS IN ALPHA CENTAURI. THERE ARE FOUR DIFFERENT WAYS TO WIN THE GAME. MILITARILY. ECONOMICALLY. POLITICALLY AND SOCIALLY 



Excellent features, workable graphics 
and compulsive gameplay make this 
an instant classic 


AGAINST 


Join The Special Reserve Club 


Greater control over scientific 
research would have been 
appreciated, but little else 
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Alpha Centauri takes over where 
Civilization II left off. It may be a 
new planet, but this is a familiar 
game and one worthy of our 
highest award. Turn-based 
strategy games don't get much 
better than this! 
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[publisher EA DEVELOPER ACCOLADE PRICE £34.99 RELEASE OUT NOW WEBSITE www.accolade.coni PLAYERS 1-6 



Driving off-road in real vehicles is great fun and certainly 

gets the adrenaline flowing. It's a shame that developers still 
haven’t realised that on a PC it’s dull as dishwater. 




AROUND THE WORLD _ 

iw ith a wide variety of locations all over the world, this version of the Test 
*” Drive games seems exotic enough and provides the requisite amount of 
variety. Each location, from England to Switzerland to Morocco, has its own 
particular graphics style and obstacles for you to race over lor through). The one 
problem is that these courses fly around the screen whenever you go over a bump! 



available to you, including reversed 
tracks. These tracks are set in as 
far flung places as Hawaii, Santa 
Cruz, Morocco and England. Each 
track, although they look different, 
is basically designed in the same 
way in that it's split into different 


OTHER OPTIONS... 


Colin McRae Rally 

UPC 15 - 89% The best off-road driving game in 
anybody’s books, even though you race against the 

NOW 

clock. Buy this, not Test Drive 4X4. Please! 

87% 

Screamer Rally 

UPC 2-81% A proper off-road racing game with 
a rally twist This is great fun in the short-term, but 

NOW 

anyone after a serious game had better avoid it 

79% 

Sega Rally 

UPC 4-78% A good enough rally game that's 
converted from the coin-op It s not great and is sadly 

NOW 

lacking in something, but still better than Test Drive. 

75% 


□ ccording to EA, this is a 

chance for you to experience 
the thrills and spills of off¬ 
road racing in locations all over the 
world using a selection of the most 
adept vehicles available, from Jeeps and 
Land Rovers to Hummers and other 
military off-road vehicles. According to 
me. this is one of the worst racing 
games ever with an incredible ability 
for giving me a headache. 

When you load up there is some 
really poor presentation and a truly 
appalling rock soundtrack. What struck 
me as odd was the fact that there are 
very few options for controlling your 
vehicle and you can't change any 
buttons (a standard feature 
nowadays). Once you've decided 
whether to race in either a single track 
or do the championship options, you 
can then choose your car. The graphics 
are functional but nothing amazing - 
something you don't 
normally expect from 
an EAgame. 

As you progress 
in the series of races 
more cars and more 
tracks become 
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Test Drive 4X4 






sections between checkpoints with 
different obstacles in each bit. 

Ho Hummer! 

So far, so average. Where the game 
falls down, though, is during the 
actual races - the most important bit 
of the game. Being from the Test 
Drive stable, this off-road version 
plays as you’d expect. The tracks 
offer a certain degree of movement 
on either side but are on the whole 
just tunnels down which you race (in 


The collision detection seems 

random as to whether an 
obstacle stops you or not 

fingers and go through them. The As if all this wasn't bad enough, 

collision detection seems random in what really puts the icing on the cake 

determining whether an obstacle will is the fact that I almost completed 

stop you or not. the game on easy skill level within a 


THE VEHiaES ARE ALL BASED ON THEIR REAL 
LIFE COUNTERPARTS AND ALMOST LOOK AlfTHENTI H 


this game, very slowly). Every now and 
again there will be obstacles such as 
pillars or trees in the way. but you can 
either drive round them or cross your 


Because it’s off-road racing, the 
tracks are not the usual smooth 
roads of other Test Drive games but 
bumpy uneven tracks that cause you 
to jump and shake as you drive. 
Because the graphics are not exactly 
of the highest quality or smooth 
when moving, the camera flies 
around and bounces with the car as 
you’re racing, meaning that it’s very 
hard to see what’s going on. 
Sometimes you simply drive along 
hoping for the best and keeping the 
wheel steady. After a while I started 
to get a headache and had to quit, so 
long-term play is definitely not 
recommended by this reviewer. 


few hours of installing it; all I did was 
keep my foot on the accelerator and 
turn the wheel occasionally. Not 
exactly a challenge or particularly 
enjoyable. It seems that the PC is still 
waiting for a top quality off-road 
racer in this style. Chris 


THE AMOUNT OF FREEDOM AVAILABLE TO DRIVE AROUND THE TRACKS AND AWAY FROM THE MAIN COURSE CAN SOMETIMES BE QUITE WIDE RANGI NG . BUT JUST R E M E MB E R NOT TO G E T L OST OR YQUI L B E SORRY 



Non-stop action when you’re racing, 
but little more than that to get 
excited about 


AGAINST 


Join The Special Reserve Club 


Repetitive gameplay and annoying 
screen shaking doesn't do this game 
any favours 



— 
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If you’re a huge fan of the Test 
Drive series then this might 
appeal, because it’s basically 
the same. Although with the 
headache-inducing gameplay, it 
certainly won’t appeal to 
anyone else 
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PUBLISHER EA DEVELOPER ESPN DIGITAL GAMES PRICE £34.99 RELEASE OUT NOW WEBSITE www.easports.com PLAYERS 1-8 



Snowboarding is one of the trendiest sports around, with a lifestyle to match. 

Now you can tap into it from your bedrooms, courtesy of EA. 



I nowboarding games are very 
popular on the consoles and in 
I arcades as either pure arcade 
games or supposedly serious 
simulations of the sport. X-Games Pro 
Boarder falls into the later category, 
representing the new Olympic sport of 
snowboarding with most of the 
world's top professional snowboarders, 
as well as their own special moves. 
Based around the American sports 
channel ESPN's own X-Games 
Championship, this game offers the 
player a choice of events, a multiplayer 
option and even a circuit mode. 

Among those professionals 
featured are five-times world 
champion Terje Haaksonen and X- 
Games gold medalists Tina Basich. 



Peter line and Todd Richards. Each of 
these have their own biographies and 
character sprites, as well as their own 
moves. To fans of snowboarding this 
is probably highly impressive. 


animation of the boarders is more than 
good enough, although not outstanding, 
but actually pulling off any of the jumps 
and moves is an incredibly frustrating 
experience. Several times I would be 


The animation of the boarders 

is more than good enough, 
although not outstanding 


although to anyone else this will 
probably mean very little. 

In order to make this game the 
most realistic yet. EA have included 
over 500 moves in amateur mode with 
the pro version benefiting from around 
2000 tricks and moves. This may sound 
impressive enough, but I'm damned if I 
can access many of those on offer. The 


doing the same jump and pressing the 
same buttons at the same points, and 
yet sometimes my boarder would do 
something and other times he'd just 
plummet back to earth. 

The key to success 

There are five events open to the 
player at first - the Half-pipe. 




IF ONLY I KNEW SOME AUTHENTIC SNOWBOARDING TERMS TO DESCRIBE THESE MOVES. ALL I KNOW IS THAT THEY CERTAINLY LOOK IMPRESSIVE ENOUGH 

TT 



Join The Special Reserve Club 


Nice graphics, most of the world's top 
snowboarders and nine events should 
keep fans happy 

HUEHIM 

This game just cannot appeal to 
anyone else - it can get quite boring 


Stadium, Mt. Baker Gap, Midnight 
Express and Slopestyle. Each of 
these events - like almost all in this 
game - involve you trying to perform 
stunts and tricks to earn points 
before the time runs out or you 
reach the end of the course. Finish 
first and you can progress, manage 
any other position and you have to 
keep trying until you do. Luckily the 
first five events can be attempted in 
any order, and if you come first in all 
five you open the circuit mode with 
the five played back to back. Win this 
and you can unlock the Pro events, 
and if you win these you can unlock a 
whole mountain to play on. 

The snowboarders in the Rapide 
offices really liked this game, but not 
being a snowboarder myself, I couldn't 
get excited about it. Certainly it's 
playable enough, although a little too 
frustrating, but the gameplay rarely 
changes from one event to the next 
and becomes a chore after a while. If 
you're a snowboarding freak then 
you'll be pleased to hear that this is 
probably one of the best of its type 
available. I can't see the appeal to 
anyone else though. Chris 


MEMORY 

32MB 

32MB 

HARD DRIVE 

75MB 

75MB 

GRAPHICS 

DIRECTX6 

3DFX 

CONTROLS 


KEYS AND PAD 


A nice game that suffers from 
being based on a minority 
sport, and hence can only 
appeal to its fans. Probably the 
best snowboarding game yet on 
the PC because of the lack of 
alternative choices 
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Great Battles 


PUBLISHER INTERACTIVE MAGIC 

DEVELOPER INTERACTIVE MAGIC 

PRICE £39.99 

RELEASE OUT NOW 

WEB SITE www.imagicgames.com PLAYERS 1-2 




The legends of Hannibal Alexander and Caesar live on in this 

compendium pack of Interactive Magic’s Great Battles games. 
Do great battles make for a great game though? 



annibal, Alexander and Caesar 
are regarded amongst the 
finest military leaders of all- 
time. and now you can fight their major 
battles with this turn-based wargame. 

Three games in one 

This special three-in-one pack contains 
each of the Great Battles games on their 
own individual CDs. This means three 
separate installations and a lot of your 
hard drive space taken up, but with the 



5GB hard drives fitted to most of today's 
machines, this shouldn't really be a 
problem. Each of the Great Battles games 
features numerous scenarios and a 
campaign game. The scenarios are single 
battles, whilst each of the campaign 
games runs through the military career 
of the celebrated leaders, starting with 
their first battles and progressing, in 
chronological order, through to their final 
triumphs. There's five different skill 
levels, so rookies can ease themselves in 



to the game and crank up the difficulty 
level whenever necessary. 

Out on the battlefield, each army 
contains a number of different leaders, 
each of which has four or five regiments 
under their control. Rather than each 
side being able to move all of their units 
in any one go. the game works by giving 
each leader an amount of action points. 
Each side's leaders take it in turns to 
use their action points on moving and 
attacking. Players must use their action 



points wisely to try and outmanoeuvre 
and out-think the computer or human 
controlled opposition. 

The battlefield 

Graphically the Great Battles games are 
disappointing, with very basic animation 
and flat, largely featureless hex-based 
battlefields. This said, they are 
functional and surely a lot better to 
look at than a fold-away map and 
square cardboard pieces! 

As far as wargames go, this is by no 
means the best. It does, however, offer 
great value for money with the three 
games bundled for the price of just one. 
What I don't understand about this 
game, though, is the fact that it's 
meant to be a collector's edition. If fans 
of the series have already collected the 
earlier games, surely they won't need 
to go out and buy this? Jon 



POSING AS CAESAR. ALEXANDER. OR HANNIB AL. MARSHALL YOUR TROOPS AROUND THE BATTLEFIELD TRYING TO EMULATE THEIR SUCCESS 



Three games for the price of one offers 
real value for money - as long as you 
don't already own any of the three games 

nmsmm 

The graphics are on the dull side and 
the turn-based gameplay means this is 
only suitable for hard-core wargamers 
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VERDICT 


This Great Battles compendium 
offers good value for money, but 
the games are all of average 
standard. Each of the games are 
also much of a muchness and it’s 
hard to see why anyone would 
want all three of them! 
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PUBLISHER GT INTERACTIVE DEVELOPER ODDWORLD INHABITANTS PRICE £34.99 RELEASE OUT NOW WEBSITE www.gtgames.com PLAYERS ONE 





MAT GREEN RING ENCIRCLING QUR HERO IS NOT A TOOTHPASTE EMDQRSEMENT BUT IS ACTUALLY AN INVISIBILITY SPELL - AND IT’S PRETTY 
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Educate, 
agitate and 
organise! 

builds on all 
the characteristics 
that made the first 
game such a success, 
not least Abe's 
vocabulary and the 
various actions used to 
communicate with fellow 
Mudokons. Abe now has 
seven phrases or 
expressions and, naturally, 
retains his flatulent arse and 
(my favourite) the gritted 
teeth 'nnearrgh!' sound when 
things aren't going to plan, 
which cleverly articulates the 


the looks of Kirk Douglas, but our modern-day 
Spartacus has got character, and, like the man says, 

that goes a long way... 


on to a winner from the start. Abe 
draws the player in with humour and 
quirky charm; a mirror to our human (or 
Mudokon. as the case may be) fallibility 
in a grave predicament that demands 
our sympathy and action. Having freed 
his brethren from the exploitative (not 
to mention genocidal) confines of the 
Rupture Farms food processing plant, 
those Glukkon scumbags are now 
raiding the Mudokons' sacred Necrum 
burial grounds (hints of the Aboriginal 
land rights issue methinks) for the 
bones of Abe's ancestors, which they 


are using for their latest product, Soul 
Storm Brew (a pisswater-like beer that 
comes in a bottle that closely resembles 
one of those urine sample containers 
you see at the doctor's). And as if that's 
not twisted enough, those evil-eyed 
corporate gits are using blinded 
Mudokons as their slave labour - again! 
Well, after a galvanising visit from 
the (now limbless) ghosts of his 
ancestors, our shoulder- 
shrugging hero sets off with 
the task of liberating his 
mates from the Soul 
Storm Brew caves. It's 
the least he can do... 




/'■ » 


be is an engaging fella - no 
doubt about it. Abe's Oddysee, 

- the first instalment in the 

Oddworld saga (we're promised more to 
come, by the way), was a major seller on 
both PlayStation and PC - not something 
you would expect from a 2D platformer 
in this day and age; a triumph of 
gameplay, storyline and character over 
the needless graphical indulgence that 
typifies many contemporary releases. 

Our spew is your brew 

Let's face it, Oddworld Inhabitants were 




























Abe's ExoddusI 




OTHER OPTIONS... 


utuont lOf-tEco 


ULTIMATE PC 


Character gameplay. graphics, 
storyline... basically all you’d want 
from a platform game - or any game! 


AGAINST 


Join The Special Reserve Club 


Your rescuees do try your patience at 
times and some of the puzzles are a bit 
difficult (or I’m thick - one of the two...) 


player's own frustration and makes the 
lanky green fella all the more loveable. In 
the course of your adventure you'll have 
to slap Mudokons overcome by laughing 
gas, then apologise to them (such a 
polite young man!), try to muster up 
some action from hungover Mudokons 
who've imbibed a bit too much SSB (not 
an easy task, as you can imagine...), and 
this time there's a lot more teamwork 
required to solve the various puzzles, 
executed via your 'Work!' command. 

New enemies have been added to the 
Slig. Slog, Paramite and Glukkon roster, 
including one particularly nasty 
combustible flying 'Sliggish' thing which, 
as in Oddysee, can be commandeered via 
Abe's possession chant. 

As you play through the first three 
cave levels, which are even more 
beautifully rendered than before (igneous 
rock strata, if I'm not mistaken), you'll 


also encounter various traps, mines and 
dangerous industrial machinery to test 
our nasal-voiced champion of the 
oppressed. After completing the cave 
levels, Abe must venture out into the 
jungle to rescue tortured spirits, and, 
again, all the sights and sounds are 
captured effortlessly. Whilst in the jungle 
you'll have to be wary of the Mudokon- 
eating Fleeches as you go about liberating 
the ghosts from their traps. 

The storyline is brilliantly explained via 
wonderful FMV cut scenes, whilst jokes 
and humorous asides are casually littered 
throughout the game; of particular note 
are the parodies on corporate culture 
seen on the LED displays and signs that 
punctuate the game - 'Soul Storm Brew 
is an Equal Opportunities Employer' and 
'Smuggling Bones in your Pants is 
Grounds for Immediate Termination' 
being good examples. 


ABE I N THE RHINELAND _ 

W hen they're not eating brackwurst, drinking lots of beer and trying to implement EU 
monetary union, those crazy Germans like notNng more than applying a bit of 
characteristically Teutonic efficiency into guiding Abe through his Exoddus. Such that when 
the pop group. Lunatics enlisted him to shift a few more copies of their Get Freaky' single, 
the effect was that it went straight into the German charts at number five. Lome Lanning 
of Oddworld Inhabitants (the voice of Abe) provided additional vocals for the track. wNch 
is a prime slice of Euro techno-pop with a typically inane “Get Freaky. Get Freaky' chorus. 


Abe’s Oddysee 

UPC 4 - 92% The game that started it all. Exoddus 
basically builds on the elements already in place from 
this first game, and that’s commendation enough! 

rTiM 

Gex 3D 

UPC 12-88% Okay, it s 3D. but Gex is another 
charismatic platform character who brought something 
new to the genre. Funny and fun at every turn. 

till 

wSm 

Croc 

UPC 6 - 82% This one veers a bit dangerously 
dose to happy-happy-Nintendo-Marioland. Strictly for 
the kids really, though not necessarily a bad game. 


always do as they're told. I know 
they're blind and/or downtrodden, but 
on some occasions they come across 
as just plain stupid and awkward. Still, 
it's all part of the fun I suppose... 

Aliya 

There's no doubt in my mind that 
Exoddus will do just as well as its 
predecessor. It offers a crowd-pleasing 
dollop of 'more of the same' with just 
the right amount of new features and 
improvements. Both young and old 
cannot fail to fall for Abe's abundant 
charms, and when this is woven into a 
classic 'revenge of the underdog' 
storyline, cleverly married to a subtle 
satire of corporate capitalism and all 
topped off with supreme platform 
gameplay, you just know Oddworld 
Inhabitants have got it sussed. Aroussi 


Oozing quality from every green 
pore. Exoddus is one of the finest 
platformers available on any 
format. Involving and engaging at 
every turn, the Oddworld series 
goes from strength to strength 
without even breaking into a sweat 


Campaign for real ale 

What makes Exoddus so good is the 
total ease with which you get involved 
in the game. Exoddus has more 
playability then a thousand flight sims 
and is a damn sight easier to get into, 
with a near-perfect learning curve, 
tons of playability and a good mixture 
of taxing-but-not-too-taxing puzzles, 
action and interaction. Abe can perform 
a multitude of moves, and whilst his 
lack of weapons other than the 
chanting function may seem limiting, it 
is in fact one of the features which 
makes the Oddworld games what they 
are, twisting the player's arm into 
constant innovation and demanding 
attention to the task at hand. 

If I had to find fault with Exoddus 
(and Oddysee for that matter), it 
would have to be the often frustrating 
way that your Mudokon mates do not 
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PUBLISHER INTERACTIVE MAGIC DEVELOPER BLUE MOON INTERACTIVE PRICE £29.99 RELEASE OUT NOW WEBSITE www.imagicgames.co.uk PLAYERS 1-2 



Interactive Magic introduce us to futuristic methods of waging war 

in a world where the tanks have no wheels. That'll never work... will it? 



I once had this brilliant idea to 
solve the problems of 
I accidents, road rage, traffic 
jams and drink driving on our roads in 
one fell swoop - get rid of all the roads! 
Get rid of all the roads, and have 
everyone drive monster trucks. 

Brilliant! That way we could all go where 
wanted and accidents wouldn't hurt at 
all as long as everyone was strapped in. 
Well, folks. I've changed me mind. What 
a silly idea. Monster trucks would never 
work - what we need are hoyer tanks! 
I'm telling you. crashing these things is 
a physical impossibility, and they zip 
around any terrain, happily bouncing on 
their cushion of 'curved space', 
completely weightless in otherwise 
gravity-governed environments. 

Don't worry if you're confused. 
Understanding the physics theory 
involved in l-Magic's futuristic shoot- 
'em-up isn't any sort of requisite for 
playing the game. At the controls of 
one of these mechanical wonders, 
players can tackle several game 
modes. A short tutorial acclimatises 
novices to the few controls there are. 
then it's a choice between instant 
action - which is one vast area packed 


with loads of bad guys where you can 
just keep shooting until you die -or 
get bored. Single scenario offers a 
mission with a specific goal such as 


are clickable. For example, the name of 
an enemy vehicle you may encounter 
can be clicked to bring up artwork and 
a full profile. It's touches like this 


Understanding the physics theory 

involved in I-Magics futuristic 
shoot-’em-up isn’t any sort of 

requisite for playing the game 


destroying a designated installation 
which, when achieved, ends the 
mission. The main single player game 
is based around the campaign in which 
you play a series of missions, played 
out against an unfolding storyline. 
Beginning as rookie, you can work your 
way up through the ranks and also 
gain medals for good performances. 

Tanks for the memory 

Although the graphics look a bit weird 
- the various terrain looks more like 
different coloured fluffy cotton wool 
than rugged rock - the presentation 
and gameplay of Thunder Brigade is 
well up to scratch. All the briefings are 
presented in text and audio, but the 
best part is that all important details 


which show that a little time and 
thought has been spent on the game. 

The action is fast and furious, and 
though the graphics aren't up to 
much, they are fast and smooth. With 
up to six guided and unguided 
weapons, the enemy are hittable but 
generally show a reasonable level of Al 
in combat. My only reservation about 



the control system is that it doesn't 
support analogue throttle, although a 
good flight sim-style joystick is still 
the best controller to use. As a 
multiplayer game I can see this being a 
big success, especially as low end 
users won't need expensive 3D 
hardware to run it. A fun if simplistic 
blend of simulation-strategy and 
shoot-'em-up. Miles 




At under 30 quid it represents good 
VFM, especially compared to some 
titles coming in at £35 and even £40 




Join The Special Reserve Club 


The in-game graphics aren’t really up 
to scratch and it would have benefited 
from more multiplayer options 
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Great presentation and good, solid 
shoot-'em-up action in a very 
reasonably priced package make 
Thunder Brigade well worth 
checking out. It’s not the game to 
show off your PC, however 
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Pop Pin-Ups brings you the best posters of 
the biggest stars in the world of music - 
plus a brilliant FREE CD! 



RAPIDEiJf 














Review 


PUBLISHER BT INTERACTIVE DEVELOPER MONOLITH PRODUCTIONS PRICE E3A.9! RELEASE OUT NOW WEB SITE www.gtlnteractive.cam PLAYERS 1-8 



blooxll 



MONO-WHO? 


O lood II is a new game from 

fledgling developers Monolith 
Productions, already making 
a name for themselves with the 
recent Shogo: Mobile Armor Division. 
This featured top quality gameplay, 
but also showed off the powers of 
the new Lilitech game engine. This 
allows for unprecedented detail in 


both the backgrounds and in the 
game's characters, all interacting 
with the realistic lighting effects. 

One other feature of Shogo not 
necessarily connected with this game 
engine is the unrivalled amount of 
blood and gore that's thrown around 
the screen. 

This is the first thing that strikes 
you about Blood II is your victims 
explode into little bits of blood and 
tissue when hit by bullets - this 


like to play? Does it get your 
adrenaline pumping? Does it make 
you jump in your seat as something 
charges out of a dark corner you 
forgot to search? 

They’re creepy and 
they’re kooky 

Well in a word. yes. There's nothing 
entirely new here, with the usual 
running, jumping and shooting 
action, including the odd switch or 


|u| onolith Productions have produced quite a few games > Shogo Mobile Armor 
Division and now Blood II being the most recent. Both of these games contain 
incredible amounts of detail, even down to posters on the walls and creases in 
peoples clotNng. This is made possible by the new Lilitech game engine they have 
used that allows for more detailed level maps and what seems to be a high number 
of polygons on screen. The game’s characters are more fluid and solid-looking than in 
most other games, and any debris or body parts that appear will stay visible even 
when you pass through a level ten or fifteen minutes later. Watch out for future 
games produced with this game engine. 
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What makes Blood II so good 

is that it can be so damn scary 


includes innocent people as well as 
the followers of Gideon, your arch¬ 
nemesis. What story there is in this 
game features you as someone 
brought back from the dead to 
rescue Ophelia, your sweetheart, 
from Gideon, the controller of a huge 
and sinister conglomerate called 
Cabal. Suffice to say, as you chase 
after Gideon you will find yourself 
coming up against all manner of vile 
creatures, from armed security men 
to huge and terrifying creatures that 
can teleport into your vicinity with 
no warning. These sort of features 
aren't the most important thing in a 
game like this, though, so what's it 


key thrown in for good measure, and 
certainly Shogo does everything 
better. What makes Blood II so good, 
though, is the fact that it can be so 
damn scary - almost as hair-raising 
as Half-life. There are these huge, 
spiked dog creatures, wizards who 
can appear and disappear at will, 
giant zombies, things that tower 
over you and all manner of weird 
creatures who can all materialise in 
front of your eyes (or worse, behind 
you where you can't see them). The 
enemies you face in this game are 
without a doubt what makes it so 
good. They come in so many forms \ 
and locations that you really don't 
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know what's coming next, even 
when you're getting to the last of 
the game's 30+ levels. They are not 
only scary but are also impressive 
graphically, with smooth animation 
and high levels of detail, even on the 
giant tics that try to suck your 
brains out. 

Perhaps these tics, as well as the 
eels that live in the water and the 


off, bringing you a slow and painful 
death. This did sometimes get 
incredibly annoying when you creep 
around a corner and immediately 
you've got something attached to 
your face (i.e. game over!). I suppose I 
should really be more careili 

The equipment available to you in 
Blood II is another feature that's of the 
highest category. In most first-person 


There's enough variety and surprises 
to keep you playing long into the night 


comedy hands that scitter along like 
Thing in the Addams Family, are the 
main problem I can find with this 
game. When they're out in the open 
you can step back and blast them 
with a shotgun, but when you're 
creeping down pitch black corridors 
and they suddenly latch themselves 
onto you, it's impossible to get them 


games like this you usually have ten 
weapons and a few types of items that 
are occasionally used, like grenades or 
lights. In Blood II there are many more 
than a measly ten - there are pistols, 
knives, sawn-off shotguns, missile 
launchers, pulse rifles, napalm pistols, a 
plasma rifle, automatic rifles, a vulcan 
cannon (a hand-held Gatling gun that 



has to gather speed before firing), a 
bug spray, a voodoo doll and many 
more. It seems that every few levels a 
new gun will appear on the floor, and 
you have to choose which weapon you'll 
drop in order to carry this new one. 

Seeing the whites of 
their eyes 

There are also loads of items to 
pick up. from medi-kits and flash 
lights, binoculars and night-vision 
goggles to proximity and timed 
mines and flares, all of which will 
have to be used at some point. 

While it makes no claims to being 
original. Blood II is certainly fun, and 
there's enough variety and surprises 
in here to keep you playing long into 
the night. At first I thought the gore 
was a little over the top. but after the 
first few levels I admit I started to get 
a bit carried away with shooting at 
things. Everything in Blood II's world 



OTHER OPTIONS... _ 

Half-Life 

UPC T7- 951 

p t i itf i . NOW_ 

Iiiiiriiiiigniirr ntrnr - 95% 

Shogo; Mobile Armor Division 

UPC 18 - 90Z icnltwT gaairttet ujaiiM qiw 

Shoi^cF5*» 

90^ 

Quake II 

UPC 5 - 94Z 

Ihi oBdbplBier game and efeH ufkdsS _ NOW 

89% 




can be shot at with varying results. 
Furniture, windows, storage crates 
and even telephones and computers 
can be shot at in the search for 
power-ups or more ammo. The level of 
detail is such that whenever you fire a 
weapon, any shots that miss their 
target will create bullet holes in the 
walls, and spent shell casings will 
appear in a pile on the ground. 

If you're a fan of these sorts of 
games then Blood II is definitely worth 
considering as a purchase as it's got 
all the excitement, action and, more 
importantly, gore to keep everyone 
happy. But this style of game is 
moving on in leaps and bounds, and 
personally I prefer Shogo, Thief or 
Half-Life to this. Then again, if you've 
got money to burn then buy it. 
because you won't regret it. Chris 



THE BACKGROUNDS LOOK STUNNING IN BLOOD II. AND THE ENEMIES THAT INHABIT ITS WORLD ARE NO LESS IMPRESSIVE. IT'S A PITY THAT YOU NEVER GET THE TIME TO APPRECIATE THEM BEFORE TQU KILL ’EM 



Great fun, lots of gore and constantly 
impressive graphics add to this 
game's appeal 


“ ■.1 Ml.ltilM 
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Blood II isn't exactly full of original 
ideas, and hence seasoned gamers 
may find it a little predictable 
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A great game that is always full of 
surprises but does sometimes get 
repetitive, with some levels 
seemingly rehashed. The tension 
and excitement helps to make it 
very playable, though 
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The game of the famous seventies musical finally arrives. 

But, the question remains, is it worth a song and dance? 



1 OTHER OPTIONS... I 

Wargasm 

UPC 18 - 87X The ultimate campaign 
scenario battle simulation. Great graphics and 
great gameptay. 

NOW 

87% 

Total Annihilation 

UPC 3 > ?8% One of the best real-time strategy 
games to date - a benchmark game no less. Not 
owning it is like only having one leg. 

NOW 

85% 

Command & Conquer 

H/A - Hi A The forerunner and inspiration for 
every current real-time strategy game. Looks dated 
now. but worth every penny on budget 

NOW 

78% 



Wayne’s musical version of War of the 
Worlds? The Hollywood legend played 
his part with typical energy and 
aplomb, and in the end it was 
impossible not to be hypnotised by 
his smouldering narration. 

Twenty years later, the same 
fearful tale of invading Martians 
makes it onto the PC. Surprisingly, 
this real-time strategy game version 
of WOTW goes some way to doing 
the original yarn some justice. 


Richard Burton's seminal narration 
remains, the various remixed Jeff 
Wayne tracks are superb, and 
there's even the chance to play the 
game from a Martian viewpoint. 
Fine. But what's it all about then? 


The Martians of Mars are mighty 
pissed. They've trashed their own 
planet after years of misuse (ring 
any bells?), and now they're 
homeless. Earth's pretty close and 
looks like a place to hang out for a 
few millennia. So, the greedy little 


pretty things like birds and 
churches, and it will not be 
relinquished without a fight: the 
trouble is the Martians have 
weapons of unimaginable 
destructive power. The soft, 
squelchy Earthlings have little more 



This real-time strategy game version 

of WOTW goes some way to doing 
the original yarn some Justice 

green-eyed monsters decide to fire a 
few pods full of fearful fighting 
tripods across space to land on the 
Earth and 'cleanse' it of the foul 
humans dwelling there. 

Now the humans of Earth are 
pissed too. Earth is home. It's full of 


than pea-shooters compared to 
their foe's fire-rays, so effectively it 
looks like curtains for mankind. Oh, 
but ye of little faith - we humans do 
have one important advantage: 
sheer numbers. There is another one 
too, but you'll find that out later... 
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Fourth rock from the sun 

There are actually two separate CDs. 
depending on whether you want to 
play as the defending humans or 
attacking Martians. The graphics for 
each of the control panels are also 
different. The alien graphics are all. er. 
well, kind of ethereal and... alien. 


facilities going to ensure delivery of 
everything including oil. coal, armoured 
lorries, observation balloons and even 
ironclad warships. As soon as you're 
happy with the way your forces are going 
about their business, simply click on the 
calendar at the top right to move onto 
the next day. Graphically this section is 


Earth is home. It’s full of pretty things 
like birds and churches, and it will 
not be relinquished without a fight 


whereas the human graphics take on a 
distinctly Victorian feel, complete with 
the constant tick-tock-tick-tock of 
the antique timepiece at the top-right 
corner of the screen. 

Regardless of which side you choose, 
you first find yourself in the 'War Room'. 
Here, a map of the UK has been divided up 
into counties and spans the screen like a 
BBC weather forecast. Sections coloured 
red are under alien control - those in 
green belong to the humans. A selection 
of icons in each area informs you of what 
offensive units, constructions and raw 
materials are available for use. You can 
move mobile units from one county to 
another to form your armies or set 
vehicle factories and other production 


nondescript, but it hardly matters - it's 
simply setting the scene for where the 
real combat takes place; the 'War Map'. 

Here, the graphics matter, so (and 
not to put too finer a point on it) why 
are they so crap? To be fair a bit of 
credit's due for the day and night 
lighting effects, but that's about as far 
as the plus points go. The buildings look 
like Dupio bricks, and as for the 
Martian's giant killing machines... You 
would never have believed that these 
fearsome fire-spewing devils inspired by 
a bit of music and your own fertile 
imagination would ever have walked this 
way. They move like a drunk Wayne Sleep 
with an extra leg - it's really quite 
disturbing, but in the wrong kind of way. 





IF YOU WANT TO PROGRESS OUlCKLY. CHOOSE THE MARTIANS. THEY HAVE MANY MORE UNITS 
AND OPTIONS AVAILABLE TO THEM AT FIRST. ASIDE FROM THAT. WE ALREADY KNOW HOW THE 


In contrast, the battles themselves 
are relatively cunning affairs, with your 
units and your enemy's units showing 
startling intelligence in brief but 
spectacular fracas. The Martians' heat- 
rays polish off the toughest human 
vehicle in the blink of an eye. but well-laid 
defences (such as mines, sentry guns and 
mined wires) can severely weaken these 
gigantic gate crashers before they reach 
the heart of a particular base. 

Human nature 

There's a fine balance to playing 
WOTW, and initially it's hard to find. 
Maybe this is because the game is 
played as an ongoing campaign rather 
than as a series of missions. However, 
there are other variables to consider: 

If you play as the Martians, the first 
couple of months are simple. Canisters 
containing more aliens crash through the 
Earth's atmosphere into Northern 
England, and your superior weapons 
dispose of the puny humans easily. 


Before you know it. most of the northern 
counties and Scotland are under your 
iron rule. Easy - or so it seems. However, 
as the months progress and the humans' 
superior numbers and research start to 
show through, the action becomes 
increasingly more fraught. When you 
weigh up the options there's not really a 
lot between the two warring factions. 

No Nathaniel? 

The chances of anything coming from 
Mars were a million to one they said - but 
still they came. The odds on the PC game 
doing Jeff Wayne's original creation any 
justice were about the same. Thankfully, 
developers Rage are a quality outfit and 
they've done the business. This is by no 
means a classic, and not even in the same 
league as Wargasm, but if you're a WOTW 
fan and into real-time war simulations, 
you are going to love it. Jeff Wayne's War 
Of The Worlds is a terrific game with 
incredible lasting appeal. As for the song 
and dance? A little jig will suffice. Keith 




Sensational music score, great 19th 
Century atmosphere. Can play as 
humans or Martians 
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Very steep learning curve, below 
average graphics, no levels or 
missions as such 
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Not the best real-time strategy, but 
pretty good nonetheless. The 
music is great and enhances the 
general atmosphere of the game. 
Being able to play as both sides is 
a nice touch, although there's not 
much difference between them 
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KNIGHT 

& 




Horses for courses, as they say. 

But here's something with a little bit more charm. 


bumping into each other and only 
really knowing where they’re going 
when it's time to eat. Still, after a 
while you can accept their cute little 
foibles. It may take them a while, but 
they will get there in the end. 

However, it's easy to forgive the 
game when the graphics are as 
charming as they are here. The 
butchers, bakers, blacksmiths, pig 
farmers and co. all look the part, and 
their homes and places of work nestle 
amongst the trees in a perfect 
portrayal of thriving village life. The 
period orchestral music blends in 
rather nicely too. although 
maintenance of sanity will prevent you 
from listening to it for the duration of 
the game's 20 missions. There are also 
some excellent cut scenes featuring a 
marvellous narration with apt Olde 
English-style prose. 

A knight to remember 

The variety present in Knights and 
Merchants is startling. Get this: there 


are 25 different buildings, over a dozen 
village characters (including wine 
makers and wenches?!) and ten 
different types of troops ranging from 
the relatively weak Militia to the 


troops on the battlefield and a 
faultless village production line 
giving you the products you need. 
Needless to say. it's not easy... but 
it's damn good fun trying. 


I nlike Total Annihilation and 
other real-time strategy 
I games of that ilk, Knights S 
Merchants is more intent on 
reproducing the quaint tranquillity of 
the Middle Ages. That's not to say it 
hasn't got its fair share of battles and 
mayhem - quite the opposite. The 
battles are excellent, it's just you 
can't help but slip into a state of 
tranquil lethargy while playing. 

This is due in no small part to your 
villagers' apparent state of mind. They 
shamble about like stoned morons. 



nTHTimJTilUT 


S o how do you build a village? Well, it goes a little sometNng like this: 

1. At first 1 have a few serfs and a storehouse. It's time to go forth and multiply. .. 
2. And so the hustle and bustle begins. I build a school to learn new trades. .. 

3. Watch the builders go. and no arse-cleavage in sight! 

4. Now I've got corn and everything. People are eating, life is good. 

5. Finally ^ a prosperous village with bakers, farmers and pigs. Nirvana. But for how long? 


It’s easy to forgive the game 

when the graphics are as 
charming as they are here 


eponymous Knights. While it's fairly 
clear as to what the villagers' roles in 
all this are. it's not so straightforward 
when it comes to the military. One of 
the tricks is knowing when and where 
to send certain units. Bowmen are 
always best protecting say. Lancers or 
Swordsman, who should take up a 
position in the front-line. The Knights, 
of course, are the most powerful unit 
in the game and are great coming in 
from the rear, although producing the 
materials to create them is a 
monumental task. 

And that's what it all boils down 
to: careful positioning of your 


Should you possess at least a 28.8 
modem you can get yourself hooked up 
to some multiplayer action too. But be 
warned - these guys are good. You 
won't get anywhere unless you’ve had 
some serious practice (likewise for the 
single player game). 

Knights S Merchants may not 
possess the hard-hitting impact of Total 
Annihilation, Warcraft 2 or Spellcraft, 
but it does have a charm all of its own. If 
you want a strategy game that's cute, 
inoffensive, clever and challenging, this, I 
dare say. is the one. Ultimately Knights S 
Merchants is worth both your time and 
your money. Keith 



Playing it is a peaceful experience, 
maaaaan! Inoffensive, yet demanding 
gameplay make it a hit 


AGAINST 


The AI is stupid and can be 
exceptionally frustrating - an area 
that needs to be improved 
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A most commendable effort. Well 
worth buying. It's not quite got the 
beating of Settlers Hi but it's 
damn close and is a great title in 
its own right. There's hours of 
challenging gaming to be had from 
this smart game 
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Award winning 3D engine 


THE DRAGON SLAYER 


".shaping up to be the game that 

Deathtrap Dungeon and 

Die By The Sword originally promised 


• Run, jump, swim & climb around 
incredible 3D environments 




f 1st and 3rd person views 


Use your sword, crossbows and magic to 


slash through over 60 diiferent gruesome 
monsters 






• Solve complex puzzles, escape deadly traps 
and discover hidden secrets in an immersive 
adventure full of evil and witchcraft 


• Explore a variety of astounding locations 
including forests, underwater ruins and 
terrifying dungeons 


Uttar iu 


GROLIER INTERACTIVE, 60 ST ALDATES, OXFORD, 0X1 1ST, UK. TEL +44 (0) 1865 264 800 FAX: +44 (0) 1865 245 730. http://grolier.co.uk. 
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Cops and robbers all over again? Grown adults 

should really know better than to mess with the law... 



he hard-hitting introduction to 
Future Cop LAPD makes you 
think you’re in tor something 
special and leaves no doubt as to what 
the game's about: little tiny cops jump 
into enormous Transformer type robots 
and proceed to blow the crap out of 
California's finest scumbags. Sounds 
good, huh? How misleading life can be. 
Aside from a few fancy lighting effects 
and some big explosions, there's little to 
draw you into this third-person shoot- 
'em-up, even with its supposed 'two 
games in one'. 

More on that in a mo'. For now we'll 
concentrate on the problem at hand. 
Shoot-'em-ups have to be packed with 
ideas, right? They've got to grab your 
attention, test your reflexes and hold 
you transfixed until you complete the 
damn thing, or until your lonely spouse 
drags you by the hair into bed. Future 
Cop struggles on all accounts. 

The strategy throughout the game 
centres on the inane philosophy of 
standing just out of range of the enemy's 
missiles and shooting them before they 
spot you. When you do get into a bit of a 
brawl, it's not so much reflexes that save 
the day, more a case of knowing where 
your 'jink left' and 'jink right' keys are. In 
fact the best comparison is probably 
Space Invaders: dodge left, dodge right, 




hide behind wall, dodge left, shoot... and 
so on. Some would say such a comparison 
to the all-time classic arcade game can 
only be a good thing - in this case the 
analogy is far from complimentary. 


As mentioned before, there are not two 
games here, there are two game modes. 
The first mode is your standard shoot- 
'em-up spanning several progressively 
more difficult levels with big throbbing 
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power-ups and a wise-cracking voice in 
your head that won't go away. Nothing 
new there then. A second player can join 
in on a split screen and together you can 
take your 'TAC X-1 Alpha Walkers' into 
the mean streets of Los Angeles and try 
to amuse yourselves as a team. 

The second mode is vaguely more 
interesting. The action follows the same 
theme (as in destroy or be destroyed), 
but the twist lies in the way you can 
activate defences to protect yourself. 
Lying around the huge square battle 
arena are several automatic missile 
launchers. At first these are dormant, 
but at the start of the game you can 
run around and switch on as many as 
possible before the enemy forces attack. 
Ultimately, the idea is to infiltrate the 
opposing force's base before they breach 
yours. Once again there's a multiplayer 


option, but this time it's purely 
competitive. One of the few plus points 
to the game is that both modes allow 
two player games to take place using 
the usual array of LAN/Network and 
modem connections. So there you are - 
two game modes and not two games. 
There is a difference. 


Future Cop does look good - there's 
no denying that - and it's not that 
there aren't any good ideas, there just 
aren't enough. Switching from Walker 
to Hovercar for certain flying sections 
is relatively refreshing, and there's an 
excellent 'crowd control' mode where 
the whole view flips into first-person, 
allowing you to mow down dozens of 
screaming hoodlums with a meaty 
Gatling gun. Even platform game 


fanatics are catered for with plenty of 
teeth grinding, pixel perfect jumping 
situations to grapple with. So there's 
your variation. 

Great, but guaranteed - an identical 
situation will crop up in the next 
mission, and the mission after that, 
and the one after that too. It's like 
having a different meal for each day of 
the week, and then having the same 
weekly menu for the rest of the year. 

At first, it's a taste sensation, but 
after a while you just want to be sick. 

Most infuriating of all is Future 
Cop's lack of save points. Fair enough, 
you can save the game when you 

day of the week, 

complete a mission, but the playing area 
for each mission is absolutely enormous. 

To reach the end of a stage after a 
monumental struggle through untold 
misery only to be killed by the end boss 
and sent back to the beginning is soul- 
destroying. Why do we have to suffer 
like this? Surely just one or two save 
points could have spared a few tears - 
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and increased playability to boot. The 
secret of a good game is to make the 
player want to play further. Video 
games should not make you shout at 
the nearest available person and frisbee 

and then having the 

the CD into the back of their head. 

Electronic Arts have tried to cater 
for almost every kind of action fan and 
that's commendable, but it seems 
sitting on the fence has led to a conflict 
of interests, leading to complete 
gameplay meltdown. Go-ahead, try 
Future Cop out for yourselves, but 
warn those you love first. Keith 




THAT'S WHAT I CALL LAW ENFORCEMENT. LET RIP WITH THOUSANDS OF ROUNDS OF AMMO AND 
THERE’S NOT LIKELY TO BE ANYONE LEFT TO ASK ANY QUESTIONS EVEN IF THEY WANTED TO! . 



Big guns and explosions. If fairly 
mindless violence is your thing, then 
this is your thing 


AGAINST 
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Same ideas over and over again, 
and there are no save points during 
a game 
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It's an all-action title which is far 
more at home on console. There's a 
lot more crossover between PC and 
console these days, but still most 
PC gamers will want more strategy 
than Future Cop has to offer 
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MAUBAX 


It's gotta be a wild and wacky racer 
that substitutes an 'x' for the letters 


'cks' in its name. Then again... 


I all me an old stick in the mud, 
but I always thought the 
I main point of racing games 
was to be able to race. Is this concept 
too much for some people to grasp? 
Unfortunately it seems the developers 
of Mad Trax haven't quite got it 
sussed, which is a shame, because it's 
very nice-looking game with some 
neat ideas. 

All the action takes place against 
abstract futuristic backdrops, making 
comparisons to last month's 
Dethkarz, GremWn's Motorhead and 
Wipeout the obvious ones to draw. It 
achieves a unique look, however, by 
adding some seriously trippy motion 
blur which affects the backgrounds, 
roadside objects and the many lights 


(all sourced in real-time) for a very 
bizarre effect. Sometimes various 
spacecraft drift by overhead - even 
these get caught up in the swirl, and 
after a while it becomes quite 
hypnotic. For those suffering from a 
hangover, this feature can, thankfully, 
be turned off, and things take on a 
more traditional look. 

Bad Trax 

The vehicles themselves look like kinda 
like beach buggies with great big 
bungy wheels. It sounds quite cool, but 
they don't have much identity like, for 

It achieves a unique 
some seriously 

example, the Wipeout ships, each of 
which had its own distinctive look and 
style. Sadly the actual gameplay is 
equally forgettable. There are LAN and 
Internet multiplayer options, plus 
single race and league and a 
championship based on ten races on 
different tracks for the lone player. 

The problem is the lack of involvement 


in the driving. You just keep the 
accelerator flat to the floor and the 
cars will take pretty much any corner 
in the game. It can be a bit slidy and 
some courses have uneven surfaces to 
throw you off line, but a bit of 

look by adding 
trippy motion blur 

practice is all that's needed. 

To spice things up a bit there are 
weapons, gained by collecting coins 


dotted around the track. These 
consist of guided and unguided 
rockets, mines, speed boost and 
invincibility. The way the game works, 
all cars have essentially the same top 
speed. However, it employs a catch-up 
mode when someone gets too far 
behind. This means the field stays 
fairly bunched up and it's quite 
possible to lead for an entire race 
then, on the last lap, get hit by a 
rocket and end up finishing sixth. Top 
stuff, I don't think. Miles 


Join The Special Reserve Club 


The graphics stand out and really 
make you take notice. The whole 
thing has a unique and original look 

PROCESSOR 

PI 66 

P200 

MEMORY 

8MB 

32MB 

HARD DRIVE 

132MB 

250MB 


There's not much of a game behind 

GRAPHICS 

SVGA 

3DFX 

the graphics. The driving is dull and 




the racing has little to do with skill 

CONTROLS 


PAD OR WHEEL 


A great engine, fast and smooth, 
some groovy graphical effects 
lots of polish can't disguise the 
fact this is seriously lacking in 
interesting gameplay. You can 
forget you're playing, it becomes 
that monotonous 
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PUBLISHER GT INTERACTIVE DEVELOPER MIDWAY PRICE TBA RELEASE FEBRUARY WEB SITE www.gtinteractive.com PLAYERS 1-4 | 



It's American football but not as you, or even the loud-mouthed 

Madden knows it! Can Midway do for American football with the release 
of NFL Blitz, what they did for basketball with NBA Jam? 




I idway Entertainment, 
responsible for the NBA Jam 
I games that proved so 
popular in the early nineties, have 
turned their attention to American 
football for their latest release. NFL 
Blitz. As with the NBA Jam games, 
realistic simulation has been sidelined 
in favour of fast, arcade action. In 
their efforts to achieve this style of 
gameplay, Midway have reduced the 
number of players on each side from 
eleven to seven. This simplifies 
matters immediately by creating 
more space on the pitch, making both 


running and passing plays easier to 
execute. This, in turn, means that 
there are a lot more scores and the 
matches are far more exciting. To 
compensate for the fact that it’s 
easier to run and pass the ball, 
instead of having to gain ten yards in 
four plays (as is the case with real 
American football), players must gain 
over 30! Although this makes things 
a little harder, it's still fairly easy to 
get points on the board, and most 
games finish with both teams 
running up cricket scores. 

Other ways in which Midway 


have simplified this American 
football simulation include easier 
play selection (although the 
number available - just 18 - is a 
little limited) and simpler execution 
of these plays. There's no hand- 
offs to running backs or other such 


appeal as a single player offering. 

It’s okay for one-off fixes and is 
superb when played with a couple of 
friends, but if you want a sports 
sim with more enduring appeal, 
then Madden is a much better 
option. That said. I loved the game 


As with the NBA Jam games, realistic 

simulation has been sidelined in 
favour of fast, arcade action 


fiddly moves to make. Simply take 
the ball and either run with it or 
throw it to one of three receivers 
by pointing in their direction and 
pressing a single button. 

Whilst the game is easy to play 
and exceptionally exciting 
(especially with the ’catch-up’ Al 
which ensures each match goes 
right down to the wire), the game is 
also fairly shallow and offers limited 


and think it’s right up there as one 
of the most innovative and exciting 
sports titles I’ve played since... 
well, since NBA Jaml It breaks all 
the rules of the traditional 
American football sims and is far 
more exciting for it. On top of this, 
the graphics are true arcade quality 
with a second generation 3D 
graphics accelerator, although you 
don’t need one to play. Jon 



WITH A 3D ACCELERATOR, THE GRAPHICS ARE ABSOLUTELY STUNNING. EVEN WITHOUT ONE THE 


GAME-LQQKS-AMILPLAY S EXCEPTIONALLY W ELL. AND YO U COULD EASILY BE PLAYING IN AN ARCADE! 



A great sports title that reinvents 
American football as a far more 
accessible and entertaining game 


Ka U MIJI 


Join The Special Reserve Club 


The options are a bit limited, but 
otherwise there's few points to fault 
the game on 


PROCESSOR 

mES~ 

P200 

P300 

MEMORY 

32MB 

64MB 

HARD DRIVE 

50MB 

135MB 

GRAPHICS 

SVGA 

3D ACCELERATED 

CONTROLS 


KEYS AND PAD 


VERDICT 


Move over Madden, you've been 
Blitzed! You won't believe American 
football could be so much fun. 

A season and cup competition 
would have been nice, but 
otherwise this is top 
entertainment. 
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PUBLISHER EMPIRE DEVELOPER IN-HOUSE PRICE £14.99 RELEASE OUT NOW WEB SITE www.empire.co.uk PLAYERS 1-4 



Is there more to golf than dodgy trousers, spiky shoes, clubs, 
bunkers, balls, greens, fairways and little holes? Erm... nah! 




like golf games, me. In fact, 
K ^ remember 

beginning another review in 
a very similar style recently. But no 
matter how much I like them, I can't 
help thinking there's getting to be a 
little too many of them. Of course 
they all have their own unique selling 
points (or so the marketing people 
would have us believe), but at the 
end of the day golf games are golf 
games and they tend to be pretty 
much of a muchness. When The Golf 
Pro first appeared it approached the 
subject in a way no other golf sim 
had done, and earned itself many 
fans in the process. 

It follows the usual format of 
selecting a club, setting stance, 
judging the wind etc. Then the most 
important part of any game: the 
taking of the actual shot. And this 
is where The Golf Pro differs 
radically from others on the market. 
Rather than the usual mouse¬ 
clicking system it employs a 'virtual 
swing' - sliding the mouse across 
the mat to simulate the action of 



Gary PLAYER 


SWING 



For what it’s Wentworth 

This time around you get to pit your 
wits against the famous Wentworth 
course and there are more 


S^NG AND ROURffiffltoUTS 


D he control system employed by The Coif Pro is designed to make it as close to 
playing the real thing is possible. In fact, in the tutorial. Sir Gary of Player 
suggests that a good Golf Pro technique will improve your real game. Not entirely 
convinced I'm afraid. Mr R But still, it's a nice idea. A few rounds of golf on your PC 
and next year you could be taking on Tiger Woods in the Masters! 



THE SECRET TO A GOOD GOLF PRO SWING IS TO BE SMOOTH AND RHYTHMIC WITH THE MOUSE. 
DON'T WORRY TOO MUCH ABOUT POWER AND IT'LL COME RIGHT BY ITSELF 


When The Golf Pro first appeared 

it approached the subject in a way 
no other golf sim had done 


the swing. Players of the original 
will be familiar with it. The speed of 
the mouse movement determines 
power, while up and down movement 
will induce hook and slice. 


tournament and Championship options 
than before, although, to be honest, 
these things are best played against 
another human player or simply to try 
to beat your own best round. For a bit 


of company, Gary Player is back to 
offer advice on technique and to play 
against when you think you're up to 
the challenge. He mightn't have the 
pulling power of Tiger Woods, but at 
least he's had a lot of obvious input 
and involvement, while I doubt Tiger 


did much more for EA than provide a 
few motion captures. It also looks a 
lot nicer then TW99, although not as 
impressive as Eidos' Links LS 99. Links 
was far too tricky for its own good, 
however, and The Golf Pro is a lot 
more playable. 
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The Golf Pro II; Wentworth Edition t 







Looks good, an original control system 
and the paltry asking price mean you 
have no excuse for not buying it 


AGAINST. 


Humbugs might whinge at there only 
being one course, and if you don't take to 
the mouse swing there's no alternative 


Join The Special Reserve Club 


PROCESSOR 

P90 

m:U4 

P133 

MEMORY 

16MB 

32MB 

HARD DRIVE 

40MB 

270MB 

GRAPHICS 

SVGA 

SVGA 

CONTROLS 


MOUSE 




There's only one course, it's true, 
but at £14.99 this is a complete 
steal. That's a third of the cost of 
many full price release and that, 
my friends, is YFM! The only slight 
drawback is the lack of an 
alternative control system 


OUT OF 100 


In a genre which boasted little 
variety fronn one game to the next, 
when The Golf Pro originally 
appeared it was a breath of fresh air 
- finally, a game which did 
things slightly differently. If 
you haven't tried it. the 
control system sounds a 
little odd but actually 
works rather well. It takes 
a little practice to get to 
grips with, but you soon get 
the hang of it, and judging 
the movement and 
power becomes 
quite intuitive. 

One course is a 
little tight, and it's 
hard to see why 
two disks are 
required for just 


18 holes. However, at under £15 it's 
superb value for money when you 
consider Tiger Woods 99 appeared at 
£34.99 with just two courses and a 
separate add-on disk released 

simultaneously for which the punters 
are expected to fork out a further 
20 notes. It does seem strange, 
though, that no mouse click 
system was included as an option. 
It surely wouldn't have been too 
time consuming to implement and 
it would have made the game 
that much more instantly 
accessible to players 
used to the more 
traditional system. 

Golf Harris 

So, you might 
think, once 


IS IT MY IMAGINATION. OR 00 GOLF BALLS HAVE A MAGNETIC ATTRACTION TO SANO TRAPS... AND 
WATER. AND TREES. AND. AND... ALRIGHT. MAYBE IT’S JUST ME! 


you've seen one golf game you've 
seen 'em all, give or take a few 
graphical features and the odd 
gimmick. Thankfully The Golf Pro 
shows that, with a little ingenuity, 
even the most predictable of genres 
can be made a little more 
interesting and original. It also 
means this is well worth investing in 
even if you already own one or more 
of the other golf simulations 
currently doing the rounds. It's a 
relative snip at the price and, with 
the recent Big Race USA, Empire are 
demonstrating a highly refreshing 
commitment towards producing 
quality new software at what 
amounts to a budget price. If the 
idea of the mouse swing doesn't 


appeal to you, give it a whirl and I'm 
sure you'll be pleasantly surprised. I 
wouldn't go as far as to say this is 
the future of golf games, but it 
certainly shows that no matter how 
set in its ways a genre appears, 
there's always something that can 
be done to breath new life into the 
format. Good stuff! Miles 
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PUBLISHER CRYO DEVELOPER CRYO PRICE E29.9> RELEASE OUT HOW WEB SITE www.cry.co.uk PLAYERS 1-i 



Prolific*pubUshers 
Cryo have turned 
to an old boardgame 
as they continue 
their quest for 
the elusive hit! 





VERDICT 
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I February ’99 


I enerally, for a boardgame to 
get converted on to the PC it 
I needs to be a classic. 
Monopoly, Cluedo and Risk all qualify 
under this category and have all made 
the transition from cardboard to CD 
with the help of Hasbro. Although 
none of these conversions has been 
particularly impressive, the games 
themselves have met with enormous 
success. Obviously encouraged by 
this, Cryo set about bringing 
Ravensburger’s Scotland Yard to the 
PC. 'Ravens who?' you're probably 
asking. 'Scotland Yard? Never heard of 


it!' And that is exactly my point! 
Boardgames have never translated 
well from board to CD, but Hasbro 


Set around the streets of 
London circa 1900, Scotland Yard is a 
game of chase with players charged 


The playing area, a map of London, 
is connected by a network of train, 
taxi and underground routes 


have enjoyed a lot of success, not 
because the games are so good [R/sk 
and Monopoly both scored poorly), but 
because of their inspiration's 
heritage! Cryo's Scotland Yard does 
not have this, and so they were 
always going to be up against it. 


VLANPER TH E D AR K $TREET3 OF IQK DQN JM YPUB SEAR CH FOR MR Xy ■ ■ AN P W ANDER Y .QU.CLRIALNyf_ma 


A decent conversion of a not-so- 
classic boardgame which is most fun 
in multiplayer mode 


“ pi.i 1.11,n— 


Join The Special Reserve Club 


The installation is a nightmare and 
bump scrolling would have been 
preferred 


PROCESSOR 


with capturing the elusive Mr X. The 
playing area, a map of London, is 
connected by a network of train, 
taxi and underground routes. 
Players, in the role of the police, 
start the game with a number of 
train, taxi and underground tickets 
and with each turn can move around 
the board in search of Mr X using 
the aforementioned modes of 
transport at the cost of one of the 
appropriate tickets. 

Invisible man 

Now chasing Mr X would be pretty 
straightforward stuff if it weren't for 
the fact that he spends most of the 
game invisible. He pops up at regular 


intervals and then promptly 
disappears again, so players must try, 
through a combination of guesswork 
and calculation, to figure out where he 
is. Alternatively, a more exciting 
challenge can be had by playing as Mr 
X and trying to elude the police. 

The problem with boardgame 
translations, whether they be PC. 
PlayStation - whatever - is not 
necessarily that they are badly 
programmed, just that they are never 
as much fun as the real thing, and 
Scotland Yard is no exception 
to this rule. Cryo have done 
a fairly good job with its 
translation, adding i 
puzzle-led 3D 
version to the 
traditional game, 
but it's still not 
as good as the 
boardgame, 
which was never 
very good to 
start with! Jon 


MEMORY 

16MB 

16MB 

HARD DRIVE 

50MB 

100MB 

GRAPHICS 

SVGA 

SVGA 

CONTROLS 


MOUSE 


Scotland Yard is a not a bad 
conversion - in fact it's as good 
as any we have seen from Hasbro. 
However Monopoly and Cluedo are 
a better class of game than this 
effort from Ravensburger 
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Review 


PUBLISHER EA DEVELOPER ACCOLADE PRICE £34.99 RELEASE OUT NOW WEBSITE www.ea.com PLAYERS 1-6 


TEST DRIVE 5 



The latest in a long, long line of successful games has arrived on the PC. 
It doesn't offer anything particularly new, but what’s it like to play? 



. [ J ; 


'■iT^ 


3D engine 
and the 
loss of the 
in-car 

dashboard view. 

The basic aim of Test Drive games 
in all their different guises is to race 
against high-powered sports cars like 
the ones you usually drive on the 
traffic-filled roads of the world, 
avoiding police cars and other road 
users. This latest game doesn't offer 
anything new, making it a little 
redundant. Sure, there are 28 licensed 


cars in the game for 
you to drive, from old Ford 
Mustangs or Plymouths to brand 
new Mclarens, Aston Martins and also 
the 1998 Jaguar XKR, but they all 
seem to handle the same and are all 
slower than the computer cars. You 
aren't allowed to step into all of these 
cars at first, though, and to access 
them you have to win either the 
single one-off races or the 
championships on offer in the game. 
As you win more of these, new cars 
and tracks will be unlocked. 


This latest game doesn’t offer 

much new, making it a little redundant 


cars trying to stop you from 
speeding. Although the graphics 
were of a more than satisfactory 
standard, the games themselves 
were never more than average. 


players, EA and Accolade milked the 
proverbial cow with more sequels 
and tie-ins than you could shake a 
gear stick at. Now on the PC we 
have Test Drive 5, with a brand new 


he Test Drive series of 
racing games began life on 
the old 8-Bit machines of 
the eighties, as what were then 
considered revolutionary games. The 
option for the player to drive either 
Porches or Ferraris along authentic 
roads and highways proved to be an 
instant success, and this was helped 
no end by the inclusion of other, 
more innocent road users and police 


simply offering the player some 
degree of originality... well, for the 
first two games anyway. As the age 
of the console arrived and PCs 
became more popular with games 



THE STILL GRAPHICS IN THIS GAME ARE GREAT. BUT WHEN THEY RE MOVING IT’S A DIFFERENT STORY 



TEST DRIVE XBIT 0F_ HISTORY. 

T he first two ^t Onve games were on the old 8 and U-8it systems like the C64 
and Amiga These were guite limited, with only a few cars and tracks to choose 
from, although they were a huge success at the time. Later versions featured more 
cars, more tracks and far better graphics than the first games. Test tkive 4 is almost 
identical in the choice of cars and locations, but suffers from inferior graptocs It 
could be argued that Accolade and EA are exploiting the brand s name. but. then again, 
each of the games has improved in some way from previous versions. 
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Test Drive 51 




Globe-Trotting Action 

These races all take place in 
recognisable places all over the world, 
from the French Alps to Newcastle and 
Edinburgh, as well as the deserts of 
Jordan, the Hawaiian islands and the 
streets of Moscow. This might sound 
exciting enough, but the game is better 
on paper than on the screen in front of 
you. To be fair, you can tell immediately 
where you’re racing; in Moscow you 
race around the Kremlin, in Edinburgh 
you drive around the castle, and all the 
tracks are different both in graphics 
and how they play. In the French Alps 
the snow and ice affect your driving 
down winding mountain roads and the 
Hawaiian tracks go through lava 
tunnels by the beaches. The sides of 
the road are also effective enough. 


OTHER OPTIONS... 

Motorhead 

UPC 9 - 90Z Not umtetnporvy but futunsbc thts 
orcatio racer beats Test Onve wftb its speed, graphics NOW 
and sheer ptayatubty 86 % 

Need For Speed 3 

UPC 16 - SOX Diverting enough fun with plenty of 
speed and nice graphics and the pursuit mode is good NOW 
for two players No good tong-term though 76% 

Speed Busters 

UPC % -8i X Less senous than Test Dnve but 

greid fun nonetheless for the first few hours There s NOW 

nothing to keep you playing for much longer though 84% 



with high levels of detail on the 
buildings, and you can even make out 
the familiar names of high street 
chains on the British city tracks. 

Sadly the game isn't up to scratch 
in almost all other areas. These tracks 
are varied enough and are certainly a 
challenge, but apart from when the 
tracks split in two, you feel like you’re 
driving along a tunnel because, 
regardless of what graphics are there, 
even if they show a side-street 
coming off the track, you hit an 
invisible wall. This might not be such a 
big deal except that quite often the 
playing area on the roads is far 
narrower than the graphics, and 
hence when you crash you can’t drive 
over a pavement or grass verge to 
turn around, but instead have to 
perform a three-point turn, thus 
losing valuable time. 

Crashing bore 

Crashing is a frequent occurrence in 
Test Drive 5 and. naturally, a very 
annoying activity. As in most other 
racing games, when you try to nudge 
other cars or drive them off the 
track, you’ll invariably come off worse. 
This wouldn’t be so bad except it 
happens with alarming regularity in 



this game, and very frustrating it is 
too. Even the slightest nudge will send 
you spinning into the walls, and as if 
this isn’t bad enough, when you hit 
traffic head on you go spinning into 
the air and lose control. What makes 
this particular aspect so bad is that 
when you spin, the camera spins as 
well, and when you finally fall to earth 
and are ready to proceed, the 
direction you’re facing in is whichever 
the camera was facing in when you 
stopped spinning - more often than 
not this is in the opposite direction to 
your original movement. Now consider 


driving, but then realised I’d played the 
game a whole day and was still 
suffering the same fate. Admittedly 
you can turn the policemen and 
oncoming traffic off. but then surely 
these are fundamental parts of the 
Test Drive series. 

There is plenty in this game to 
keep you going, including six different 
championships that only become 
accessible after you’ve completed the 
previous one, drag racing and one-off 
arcade races, as well as a split-screen 
two player mode or LAN and Internet 
play for up to six people. The problem 


Quite often the playing area on the 
roads is far narrower than the graphics 


how long it will take you to do a three- 
point turn and the delay caused by any 
chasing policemen catching up with 
you. and you may understand why I 
was ready to throw this game out of 
the window. So many times I found 
myself leading the race until the last 
few corners, only to have this inflicted 
on me before I limped home in last 
place. At first I thought it was my 


is that the game simply isn’t fun or 
enjoyable enough to keep you playing. I 
suppose there are plenty of fans of 
these games considering their 
success, and this may well rate as one 
of the best. To anyone else, though, 
you may be better off getting Empire 
Interactive’s Touring Car, which 
features similar vehicles but is far 
more fun to play. Chris 



THE BACKGROUND GRAPHICS CERTAINLY LOOK PRETTY HERE. BUT WHEN YOU'RE DRIVING THEY LOOK 
VERY STALE AND FLAT. MIND YOU. EXETER LOOKS LIKE THESE PLACES WHEN THE LIGHT'S RIGHT 



Good fun at first, with some fast and 
furious racing in a variety of top 
sports cars 


AGAINST 


Join The Special Reserve Club 


After a while you get too frustrated 
to enjoy the game and will probably 
throw it out of the window 


PROCESSOR 

mryi 

PI 33 

P200 

MEMORY 

16MB 

32MB 

HARD DRIVE 

150MB 

200MB 

GRAPHICS 

DIRECTX 6 

DIRECTX 6 

CONTROLS 

KEYS. JOYSTICK AND WHEEL 


ULTIMATE PC 


An average racer that is great to 
begin with, but after you find 
yourself in a race, in a winning 
position, only to lose it at the 
last corner for the twentieth 
time, you’ll soon be reaching for 
the off switch 



OUT OF 100 
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PUBLISHER GROLIER DEVELOPER SILMARILS PRICE £29.99 RELEASE OUT NOW WEB SITE www.grolier.co,uk PLAYERS ONE 



Grolier are getting medieval on us with a tale of dragons, 

treachery and all sorts of fantasy-related shenanigans. 
Who’s up for a go on my special sword then? 


n he story is different, the 
hero isn't quite so 'built' in 
certain areas, but Asghan 
makes no bones about its inspiration. 
Words such as 'blatant', even 
'shameless' spring to mind. But more 
of that later. First, the story. 

The island of Kyrk is inhabited 
by dragons who threaten the peace 
of Brightmoon - a kingdom some 
days sail away. The player takes 
the role of Asghan, a renowned 
dragon slayer who has sworn to rid 
Kyrk of this danger once and for all. 



N 


There's more to it than that, 
though. Asghan, apparently, is the 
rightful heir to the throne of 
Brightmoon, but he was banished 
when his father was killed by an 
evil uncle, the Wizard Morghan. As 
luck would have it, Mr Wiz is also an 
inhabitant of Kyrk, so, with trusty 
broadsword in hand, Asghan sets 
out to kill two birds with one 
stone. Should he be successful he'll 
return to Brightmoon as king with 
the dragon threat lifted. 

Otherwise, he's worm food. 




9 


Viewed in the third-person, 
Asghan faces many traps, puzzles 
and deadly adversaries determined 
to put a premature end to his quest. 
The adventure begins with Asghan in 
his boat, having just laid anchor on a 
Kyrk beach. He's armed with a 
crossbow - vital for taking out 
enemies at range - but his main 
weapon is a broadsword with which 
he is master of several moves. In 
normal movement mode Asghan is 
controlled using the cursor keys, but 
when danger threatens, holding 
CTRL puts him into combat mode. 
Each key then activates a different 


attack or block. Some attacks are 
quicker, while others, obviously, do 
more damage but leave him more 
exposed in the process. Further 
attacks are available if both CTRL 
and SHIFT are held together. It's a 
tricky system to get to grips with, 
giving the game more of an RPG feel 
and less of an arcadey one, which 
was probably the intention. 

Piece of puzz 

The strong puzzle element is backed 
up by lots of hidden areas, making 
exploration all the more important. 
All sorts of things are to be found. 


Should Asghan walk into a wall or not 
be quite lined up with a door correctly, 
rather than the game engine pushing 
him round he’ll simply stick there 



like keys to open locked doors, 
friendly characters offering help 
and advice or various collectible 
items - extra crossbow arrows, 
magical ingredients and energy¬ 
replenishing food and drink are the 
main ones. Occasionally magic books 
can be found containing the recipes 
for different spells. If Asghan has 
the necessary items in his 
inventory, they can be mixed 
together in one of the cauldrons 
found dotted around the levels, 
giving him the relevant power. 

The apparent similarity to Tomb 
Raider is quite startling. Asghan has 
many of Lara's trademark moves; he 
can walk, run, sidestep, jump up and 
grab ledges then swing sideways 
hand over hand, or pull himself up. 

Oh yeah, he can swim and dive as 
well. The viewpoint is Tomb Raider 
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OTHER OPTIONS 
Heretic II 

UPC 16 - 90Z Not really an alternative as this is an 


action-based game with very little emphasis on NOW 
puzzles. Still rather top notch though. 90% 

Tomb Raider III 

UPC 18 - 84% The mega-selling third TR game is 

decent in its own right but nothing that special. And ;. NOW ^ 

the whole Lara thing has got out of hand. J84% 

ODT 

UPC 18 - 75% One of Psygnosis' blips best 
avoided by anyone not wanting their heads to fall _ NOW _ 
off in disappointment. 75% 



and even the icon-driven menus are 
presented in exactly the same way 
as the Core game. 

To look at Asghan's really nice 
with some excellent textures and 


lots of graphical variety. It makes 
the transition between indoor and 
outdoor environments seamlessly 
and everything stays clean, detailed 
and smooth, even on up-close 
inspection. Unfortunately the 
gameplay doesn't measure up. In 
theory the control system is good, 
with the mouse giving a full field of 
vision at any time. Pressing the left 
button then centres the camera 
behind the character once more. 
However, movement is just too 
unforgiving. Should Asghan walk into 
a wall or not be quite lined up with a 
door correctly, rather than the game 
engine pushing him round he'll simply 
stick there until you turn a full 180° 
to free him up before trying again. 
Due to the fact many of the 
locations are rather cramped, this 
becomes (as you can imagine) very 
annoying. In certain areas allowances 
have been made to accommodate the 
problem. For example, the potential 
difficulties posed by a cavern full of 
stalactites are avoided by enabling 
the characters to move right 


through them unhindered. It works, 
but looks tacky and as if the game 
is unfinished. 

An even more serious grievance, 
and one for which there's no excuse, 
is the fact you can exit an area 


without having found a particular 
item (in the example I encountered, 
a key) and then be completely stuck 
because you can't go back. It may 
have just been a bug on our review 
version, but since it was a full boxed 
and packaged up copy, somehow I 
doubt it. 

Death-defiling 

Then there's the game structure. 
Death can literally lurk around any 
corner. There are spike pits requiring 
pixel perfect jumping or it's instant 
game over, plus the combat system 
makes fighting a largely random 
affair, so you end up using the 'quick 
save' every few steps then, each 



time a difficult bit presents itself, 
you just keep reloading and reloading 
until you get it right, then save once 
more and move on. Not only does it 
stop the game flowing, but it takes 
away any tension there might have 
been. Better thought-out design and 
specific save points would have made 
a huge difference. 

Asghan is a prime example of a 
very competently programmed game 
which looks the part and, for a while 
at least, succeeds in fooling the player 
into thinking it's the genuine article 
(startlingly obvious Tomb Raider 
similarities notwithstanding). The 
game, however, falls well short. 
There's no progression - you just go 
from one death to the next, learning 
by your mistakes how to get to the 
next bit. Does anyone remember 
Dragon's Lair - that old arcade 
machine which looked like a cartoon? 

It was basically a series of animated 
scenes in which the player had to 
press a button at exactly the right 
moment to prevent the hero - 
ironically a knight on his way to slay a 
dragon - from coming to a sticky end. 
A nice-looking diversion, but not much 
of a game - which is a bit of a spooky 
coincidence, if you ask me. Miles 



There's no progression. You just go 

from one death to the next 
learning by your mistakes how 

to get to the next bit 



ASGHAN 


oh look, here come some of 


the characters.. . 


The hero and 
rightful heir to the % , 
throne of 


Brightmoon. He’s the 
last hope for his 
people and, since 
he’s the guy you 
control, you better 
hope you’re up to 
the task. 


A singing i 

fairy youTI ^ * 

meet from ,-,.V * • . © • 

time to time along “r* I 

the way. Apparently [j 
she’s got the hots f 
for our hero, so best \ ^ 
be careful in case she ; ^ 
makes a grab for his 
weapon! 


MORGHAN 


The big, bad Wizard 
who licked Asghan’s 
father and banished 
Asghan himself from 
Brightmoon. What an 
unpleasant fellow, 
eh readers! - - - 


SANG 

LUN ^ t 

A trader who can be ^ 

found buying and selling 
goods. Chat to him and 7 a 
you might be able to pick 
up some gear on the 
cheap, know what I mean? 

Lavverly jabberly! 



The graphics are really nice and some 
of the features and ideas, like the 
singing fairy, are quite original 


Join The Special Reserve Club 


The dodgy controls and lack of any 
real learning curve or structure make 
it heavy and rather uninspiring going 


PROCESSOR 

PI 20 

P200 

MEMORY 

16MB 

32MB 

HARD DRIVE 

20MB 

300MB 

GRAPHICS 

SVGA 

3DFX 

CONTROLS 


KEYS AND MOUSE 


Asghan shamelessly apes Tomb 
Raider in many respects and would 
be a good game but for the fact it 
falls flat on its face on some basic 
key areas. It doesn't seem like 
much thought has been put into 
the game design 
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Review 


PUBLISHER EA DEVELOPER EA SPORTS PRICE £34.99 RELEASE OUT NOW WEBSITE www.ea.coni PLAYERS 1-10 



To watch, basketball can be great, but as a game 

it's incredibly hard to re-create the action well. 
What have EA Sports managed to do with the latest version of NBA Live? 



I 0 far the new range of 
Electronic Arts sports 
I simulations (’99) have been 
doing pretty well on the PC. There’s FIFA 
'99. that in my opinion is the best soccer 
game you can buy for the PC (unless you 



bought World Cup], and NHL '99 surprised 
me a lot with its brilliant animation, 
playability, commentary and outstanding 
features. Next on the list is of course a 
new version of NBA Live. And here it is 
My overall opinion on basketball 
games generally is a bit mixed, to be quite 
honest. I can remember owning NBA Jam 
on the Super Nintendo a few years ago, 
and I enjoyed it immensely. This wasn't 
because Acclaim had come up with the 
ultimate simulation, though. Instead it 
was because they made it really quite 
ridiculous with features such as being 
able to perform dunks from in the middle 
of the court. The players would first 



launch themselves in the air, then do a 
few spins, summersaults and finally slam 
the ball in the net, sometimes smashing 
the back-board. Fantastic! 

As always. Electronic Arts have taken 
the opposite approach with realism being 
at the top of their list of priority 

Slam dunk da funk! 

The two main gameplay modes in NBA 
Live '99 are really quite simple to 


understand: Simulation and Arcade. As 
soon as I saw the arcade option I was 
under the impression that this would be 
similar to something like NBA Jam, but 
it’s not the case. The main difference 
between the two are the rules. If you opt 
for arcade then you’ll be excused when 
running off the court with the ball, 
knocking players to the ground with 
your fists, running backwards with the 
ball and so forth. This for me was a 


Having two completely different play 

styles would have made a refreshing and 
exciting change to what we've already seen 



disappointment, and having two 
completely different play styles would 
have made a refreshing and exciting 
change to what we’ve already seen 
basketball-wise on the PC. Especially as 
you can turn off all of the rules in 
simulation mode - it seems pointless in 
implementing the arcade option. 


OTHER OPTIONS... 


PA Live 98 

More or less the same as the new 
version but behind graphically and not featuring as 
many options. Why buy ’98 when you can have '99? 


pBA Hangtime 

Possibly the worst basketball game 
' on the PC. this really should have been renamed. NBA J 
Waste of Time. But hey. that would be silly marketing! [ 


World Lea gue Basketball 

you're not too keen on EA’s NBA 
offerings then this is worth a look, but these days in 
the looks department it’s not too impressive. 


I ULTIMATE PC | Issue 19 | February '99 
















































NBA Live ‘991 




You should be warned that getting 
to grips with the simulation mode isn't 
the easiest of tasks. For starters, 
you’re guaranteed to be spending a 
good half hour setting up your 
controller, and when playing for the 
first time you'll get incredibly 
frustrated when the opposing team is 
on the attack. Getting the ball is a real 
challenge, and when you’re frantically 
tapping to find the 'select nearest 
player' button and then get the ball, 
you’ll soon quit out to enter the 
practice mode. This puts you on a 
completely different style of court, out 
on the roadside showing off your 'ball 
under leg’ moves to the local thugs. 

If your shooting doesn’t seem to be 
up to scratch then the option menu 
also plays host to a three point 
shootout that is an excellent little 
game to play with a couple of mates. 




It's played from a completely different 
perspective, with the objective to get 
as many balls in the basket as possible. 

Still, these modes really aren't a 
substitute for the simulation, and this 
really is the main feature of the game. 

As always, looking good 

Each of the players on the court move 
quite fluently, and especially when a 
button is tapped to make them dodge 
other players, it's very impressive to 



watch. These moves, however, aren't 
practical when actually attempting to 
break through the defence and score. 
Often the easiest way to score a goal is 
just to make a couple of passes and 
shoot. Sure, it's quite satisfying when 
you make an impressive dunk, but when 
you're against a team like the Chicago 
Bulls in All Star difficulty, you really can't 
afford to be picky with shooting styles. 

Some might say that golf games are 
boring, but after exhausting the practice 


game, three point challenge and playing 
the arcade and simulation modes for a 
while, you will really get bored of running 
back and forth -1 certainly did. It's 
incredibly difficult to keep interested 
when the games lack variety. 

As always, they've done excellently 
in the presentation department, but 
for me the playability and lastability 
just isn't up to scratch. 

Of course, if you've been dying for 
a new basketball game to be released 
and are wondering whether Live 
'99 is the best offering out there the 
answer is simply 'yes'. Just don't 
count on it being extraordinarily 
different from what you've already 
seen before, because it isn't. Simon 



n f you're a fan of basketball 
(and chances are you wilLbe 
if you're reading this review) and 
know American player fac^;^u'll 
be glad to hear that the developers 
have made the players in the game 
look as close to the actual playors 
in real life. So. when playing as Ihe 
Chicago Bulls in NBA Live '99. Dennis 
Rodman has multicoloured hair and 
is plastered with tattoos. This is 


something I haven't seen done weil 
in a game before, but EA luiw done 
a fantastic job here. 




AS WITH MOST OF EA'S SPORTS SIMULATJQNS. THERE ARE MULTIPLE CAMERA VIEWS TO CHOOSE FROM. SOME CAN BE USED TO PLAY THE GAME. OTHERS NOT 



Fantastic presentation, graphics and 
animation. A good three-point 
challenge. Official licence 
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Poor commentary. The gameplay just gets 
so boring you are forced to perform little 
moves and dunks to keep you interested 


PROCESSOR 

P166 

P300 

MEMORY 

16MB 

32MB 

HARD DRIVE 

132MB 

250MB 

GRAPHICS 

SVGAorSDFX 

3DFX 

CONTROLS 


PAD. KEYS 


A great looking game that 
unfortunately offers nothing new 
and exciting in the playability 
department. It would have been 
nice to see some outrageous 
goings on in the arcade mode, but 
there's no a smidgen to be found 
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I Budget Reviews 


BUDGET REVIEWS 




SCORE 

VFM 


Battle One 
AFTERMATH OF HOTH 
Pursue Rebels fleeing from Hoth 


Mission 1 


idcic 




Once again, compilations are the order of the day, and what a couple of corkers 
we've got. All the best Star Wars slight sims together in one pack plus a three 
of Novalogic's finest for the price of one. Ooh, I’m starting to sweat! 
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X-Wing Collector Series 


February 99 


The intro screens are low-res and incredibly 
primitive-looking. The menu is laid out as the 
interior of a Rebel base. Clicking on doors takes 
you to different parts of the game such as 
training, options or begin mission. The in-game 
graphics look equally dated, with only a few 
polygons and basic textures flying around, and 
consequently the whole thing feels very retro. It's not really stood the test of 
time, with basic shooty-shooty gameplay and a storyline which seems to 
develop in spite of you rather than because. 

Tie-Fighter is a different kettle offish, although at first it appears a very similar 
kettle of fish. The format is almost identical, with the background story explained in 
the time honoured fashion of text scrolling away into space. The interface is also 
very similar, moving around an Imperial base this time, in order to access the various 
options. Though still primitive, the artwork is better and the whole thing has a more 
polished feel about it. as does the combat. The improved graphics actually look 
rather nice. There's not a hell of a lot you can do with a star field, but the ships 
themselves are very good. The story is more engrossing as well, especially as from 
time to time you'll be asked to carry out secret missions for the Emperor which 
makes for some interesting sub-plots. Finally, \i's X-Wing vs Tie-Fighter soups 
up the graphics but retains the same feel. It's multiplayer only, however. 

For me the highlight is Tie-Fighter, which remains supremely playable, and it's 

quite nice to be a baddy once in a while. 
Although they look dated, these are 
still the best Star Wars flight sims to 
date, with more of the movie 
atmosphere than last month's Rogue 
Squadron. Well worth a go if you can 
overlook the unsophisticated visuals. ■ 




LUCASARTS: £29.99 

fter Rogue Squadron failed to conjure up the necessary Star Wars 
vibe last month, LucasArts have dusted the mothballs off these 
three little delights and released them as a triple pack for 30 quid. 
Now that might seem a bit pricey s'mce X-Wing vs Tie-Fighter is a couple of 
years old and the other two date from a time when the word Pentium was in 
about as common a usage as a toaster that's been buried in compost for 
eight years and had a house built on top of it! They've been 3DFXed up a bit so 
they're smoother and faster, but all the presentation remains the same, as 
does the nasty midi rendition of the famous theme. For the sake of argument 
we’ll look at them in chronological order, which means X-Wing is first up. 
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World of Combat 2000 




Commanche 3 


ovaLogic's acclaimed simulation of the Commanche attack helicopter isn't the first to cash in on this space age piece of battlefield kit. yet 
it's not even due to enter service for a couple more years. Maybe that explains why this particular sim is more action-orientated. 

You begin each mission in the air, and when all goals are achieved, a press of the space bar whisks you off to the debrief screen. 

Graphically it's okay, if a tad grainy. Hi-res detail was sacrificed in order to 
produce a detailed, highly contoured low-level combat environment - a must for a 
helicopter sim. Unlike fats jets which do most of their work hundreds or even 
of feet above the ground, helicopters make use of natural cover to sneak up on the 
enemy unawares. The missions themselves are challenging and it plays very well indeed 





Armoured Fist 


simulations aren't exactly thick on the 
, so Armoured Fist never really had 
competition first time around. 

Therefore, to say it's the best tank sim money can 
buy isn't necessarily a particularly great 
compliment - but it should be. Tank combat 

isn't like jet planes, and the comparative 

slowness of trundling around in several dozen tons of sheet metal armour might seem a little 
tame to some people. However, for strategists and serious sim-fans. this is the bee's knees. 
Command up to 32 M1A2 Abrams battle tanks, viewing the action from each of the tanks' positions 
- gunner, driver, and commander. Success will mean mastering each of these specialised jobs and a 
keen eye for tactics. If it's a tank simulation you yearn for. you can't do better. ■ 



F-22 Raptor 




I he F-22 has been a favourite subject of 
flight sim developers over the last year 
1 or so but, despite now being over a year 
old. Raptor is still arguably the best of the 
bunch. Developed in conjunction with 
manufacturers Lockheed Martin, the flight 
model and accuracy of the represented hardware 
isn't in question. What really makes Raptor 
stand out, though, are the superb graphics, which still impress today, and the excellent 
missions. The landscapes are smooth and detailed, even running in software mode. So 
much so, in fact, you'll think it's secretly 3D accelerated. The piece de resistance, 
however, are the campaigns. Rather than just a load of missions thrown together, each 
is based around a genuinely possible real world political scenario, making it much more 
involving for the player. And, of course, there's the option to hook up to NovaWorld and 
play against up to 99 other players over the Internet. What more can I say? 

So there it is. Three of the best simulations 
available for less than twelve quid a piece. Even if 
you already own one of the included titles, it still 
represents good value - and you can't give much 
more recommendation than that! ■ 


SCORE 


VFM 

"kickicic 
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1 Expansion: Previews & Reviews 



An exciting Expansions section this month, with a long-awaited 

add-on for Starcraft and a review of Incoming's first expansion pack. 



ALTHOUGH IT LOOKS A BIT DATED NOW, he original Starcraft is widely 

STARCRAFT IS STILL LOVED BY MANY H H regarded as one of the best 

RTS games around at the 
moment. It's certainly one of the more 


STARCRAFT: BROOD WAR 


original games of this type. It featured 
three distinct races fighting for control 
of the universe: Terrans (Human), the 
insectoid Zergs and the Protoss race. 
Each of these has their own units and 
technologies that call for you to play 
the game differently depending on 
which you play as. Blizzard Software 
have now finally managed to produce 
an expansion pack called Brood War. 

This will feature the same three species 
in their continued fight for domination. 
The three campaigns featured here will 
involve the player taking on the role of 
Kerrigan, an alien-infected Terran, as 
he tries to unite the highly advanced 
Protoss species with the Dark 
Templar. Standing in the way will be 
mysterious new Terran adversaries, 
including the sinister-sounding United 
Earth Directorate. 


Brood War could be a top-rate 
expansion pack, with 26 new missions 
split between the three races. 100 
new multiplayer maps for one to 
eight players and six new units. 

This looks set to be a worthy 
addition to the Starcraft game and 
should more than satisfy Starcraft 
fans desperately in need of new 
missions when it’s released 
sometime soon. ■ 




JTH ARMPR 


SHOGO EXPANSION PACK 


nstant Access have made an 
agreement with Monolith 
I Productions that they will 
produce the first official expansion 




pack for Shogo: Mobile Armor 
Division. It was quite lucky on 
Instant Access's part that Shogo 
actually turned out to be a pretty 
darn good game! This expansion will 
include new Mechas, new weapons, 
new enemies and 20 new levels for 
both the Mechas and for playing on 
foot. There will even be a story 
linking these levels and carrying on 
from where the original left off. 
introducing some new characters as 
well. Watch this space. ■ 
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Expansion: Previews & Reviews 


MICROSOFT FLIGHT SIMULATOR: HONG KONG ‘99 



I icrosoft Flight Simulator. 
especially the '98 version, 

I seems to be extremely 
popular with developers wanting to 
produce add-ons for it. Last month's 
Special Air Mission was a little poor and 
perhaps scraped the barrel with its 
simulation of flying Air Force One 
around places. This new Hong Kong 
version, though, is a little better. 

It's based around Chek Lap Kok 
airport, which includes the world's 
largest passenger terminal and 
replaced Kai Tai airport as Hong 
Kong's civil airport. This is up to the 
usual levels of detail in both the 
airport and the surrounding area, and 
even includes four new planes to try 
out (surely almost every man-made 



flying object has been covered by 
now?) including the enormous Boeing 
747-400. If you've bought all the 
other add-ons for this sim then by all 


means get this one as well, but to be 
honest it's not really exciting enough 
to get anyone new buying Flight 
Simulator '98. ■ 




SUBVERSION 

INSTANT ACCESS £14.99 



I ubversion is the very first 
expansion pack for the multi- 
I million selling Incoming, Rage 
Software's very successful arcade shoot- 
'em up. With stunning graphics and 
addictive gameplay, this won a lot of PC 


owners' hearts, despite involving an 
inordinate amount of mindless blasting. 
The action took in locations all over the 
world, as well as deep space, as you 
single-handedly took on the invading alien 
hordes. What made this game such fun 
was the amount of vehicles available for 
the player to control, from tanks and gun 
turrets to helicopters, jets and even 
captured alien craft. All of these handled 



differently and suited the basic 
requirements of the missions, from 
protecting convoys to picking up supplies. 

The new expansion pack, endorsed by 
Rage, features 48 new missions over 
eight new landscapes with 20 new 
vehicles and ships. After the Earth 
Defence Force, with your help, defeated 
the alien hordes in the original, military 
spending was cut and the money diverted 
into new technologies. One of the biggest 
companies to profit from this is Gentech, 
a company specialising in genetics and 
alloy technologies while the Earth Defence 
Eorce is downsized and hidden away on a 
Pacific island. After mysterious attacks 
on American and European sites, these 
nations call on the Earth Defence Force to 
protect them. Now you come in as you 
fight Gentech and its evil plans. 

If you were a fan of the original game 
then Subversion is definitely the expansion 
pack for you. With loads of new missions, 
new backgrounds as well as new vehicles, 
this could almost be seen as another game 
altogether. This is a great expansion pack 
and will definitely suit owners of Incoming, 
and if you haven't got this game then get 
it and buy this add-on too. ■ 


SUBVERSION 
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THE EXPLOSIONS STILL LOOK STUNNING, 
EVEN IN STILL SCREENSHOTS. UKEJHIS- 



TRACK PACK 98 

INSTANT ACCESS £14.99 

n his is an add-on for the classic 
racing sim Grand Prix 2 and 
includes 20 new tracks from 
Rio to Reims, taking in Birmingham and 
Goodwood on the way. As well as this 
there are all the current teams and 
drivers in Formula One and a game 
editor so you can set up the game to 
exactly how you want it, from the tyre 
grip and engine power to torque and 
rev limits, as well as cameras. 

While these options can only 
increase your enjoyment of Grand Prix 
2, you have to wonder why Instant 
Access bothered, especially as this 


add-on isn't officially endorsed or 
licensed by Microprose. The new tracks 
are not updated Formula One circuits 
and are some of the more minor 


circuits from around the world. Still, if 
you really can't wait until Grand Prix 3 
makes an appearance then try this. 
Just don't expect too much. ■ 



TRACK PACK 98 
VALUE FOR MONEY 


NEW FEATURES 


EXTENDED GAMEPLAY 
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This month we have a wide range of multimedia products to rate and review. 

For the younger audience we have the South Park screensaver, and for the 
more domestic readers out there we have a CD-Rom on D.I.Y around the house. 




D.I.Y HOME IMPROVEMENTS 


EUROPRESS £19.99 01625 855000 




PERFECT YOUR FENG-SHUI OR KEEP DAD 
QUIET WITH THIS EXClTJHfi CD-ROM 


VERDICT 


84% 



I he CD-Rom market is 
expanding into new and 
I exciting territories. However, 
unfortunately for you younger 
computer users, there is always going 
to be a steady tide of more mundane 
packages that, though they don’t hold 
much entertainment value, do actually 
offer something useful instead. In this 
case the useful advice comes in the 
form of 'do it yourself improvements 
and maintenance to your house, 
whether it be building an extension or 
simply throwing a few bricks together 
to make a non-portable barbecue. 

Europress pride themselves on well- 
researched and user-friendly products, 
and this new CD-Rom doesn't slip up this 
time either. Using a take on the Web site 
page design, it is easy for them to make 
each of the jobs seem very 
straightforward, even to the least 
expert of handymen. For each task the 
CD-Rom gives you a list of all the 
materials you need along with the right 
tools for the job. There Is nothing worse. 



(Reddy 


B asic Painting T extued Painting 

T echniques T echniques 


Types of Paint & Pfimets Strip Dry Paint 


apparently, than using a monkey wrench 
where a socket set is required! 

Video sequences also make things a 
lot easier, so you can actually see how 
things are built by a professional right in 
front of your eyes, and be shown the 
pitfalls as well. There has also been much 
attention paid to providing adequate 


safety advice, but we reckon if some guy 
is going to hit his thumb with a hammer, 
there is not much they can do about it. 

All in all. a well-presented CD-Rom 
with enough depth and scope to make 
sure your humble abode is well- 
maintained. Especially useful while 
winter still lingers. ■ 


SOUTH PARK - THE OFFICIAL PC DESKTOP THEME AND SCREENSAVER 


TELSTAR ELECTRONIC STUDIOS £19.99 
01932 222 232 


VERDICT 


67% 


H outh Park merchandise was one 
of the most in-demand 
Christmas presents last year, 
primarily because it’s got really big since 
the TV cartoon first hit our screens after 



PC DtSKtOP 
tut O' SCREEMSAVtR 


AM ALONE IN FljlDINB !Sdu|rH PARK MERELY MILDLY AMUSING ? IT WOULD APPARENTLY SEEM SO 


two US college graduates were licensed to 
make a Christmas card video the year 
before last. It’s something surprising about 
the youth of today - they are just up for 
anything with a hard angle, whether it be 
swearing, defecation or mild racism. The 
cartoon was obviously aimed at twenty- 
somethings but has somehow found a 
warm home in younger hearts, while 
nowadays the older viewers find the 
relentlessness and limited storylines bland 
in comparison to the last big breakthrough 
(and far more superior) Simpsons, which is 
still always a fun watch. 

Anyway. South Park is huge and this is 
THE screensaver, complete with a huge 
poster and loads of all those really annoying 
speech bytes from your friends and ours. 
Stan. Kyle. Cartman and. of course, the 
lucky to be alive Kenny. Mr Hankey makes 
his appearance obvious and the bottom 
theme continues as Cartman’s flatulence 
becoming a regular feature once installed. 
As a package there is a great deal of stuff 
in here - a song from the Elvis- 
impersonating Chef, and all the icons you 



could ever need. That is, until the series 
becomes terribly passe and the only option 
will be re-formatting to get every last 
whiff of the product off your system. Buy 
it and see how long you can stick it. 
Howdee Ho, readers! ■ 
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THE NEW WAY THINGS WORK 


DK MULTIMEDIA £29.99 0171 753 3488 


I t's not hard to work out that 
this CD-Rom is a sequel. Hot on 
I the heels of last year’s highly 
successful The Way Things Work comes 
a new version. But is that all it is? Does 



selling just over a million copies of one 
product mean you can just go ahead and 
rehash something to capitalise on the 
original? We don't think it should, so let 
us have a look and tell you whether it's 
worth spending thirty quid on 
something you may already have. 



Sdt<Kil 


Inventors 






Thf Fkxjkor 


Ir«hF.!sfroRS 


Zworykin 


Janssen 


History or 
Machines 


Dicital Domain 


^,. f The New Way Things Work 


\ H utor} \ 




< Imioni 


To its credit this new addition to 
DK’s wealth of products has actually 
been designed to celebrate the tenth 
anniversary of the original book by 
David Macaulay. This new product has 
the same style and simplicity but 
also includes more animations, 
gadgets and more educational 
features along with a new section 
called The Digital Domain that 
teaches kids about mobile phones, 
artificial intelligence (spot the games 
reference!) and many other more 
futuristic machines to fuel the minds 
of a new bunch of users. 

DK have also added a quiz into the 
mix - something that most other 
children's multimedia titles usually 
have as standard - to make sure 
they are actually learning and 
remembering the things that they 
see and read about, so top marks for 
that. They have also included a demo 
of their pinball game, which aims to 
apply kids' knowledge and make it fun 
so that’s worth a look. 

Certainly a great title if you don’t 
have the first edition, but you may 
also want to give your kids a wider 
choice if you do have it. ■ 




THE 1999 GROLIER MULTIMEDIA ENCYCLOPEDIA (DELUXE EDITION) 


GROLIER INTERACTIVE £49.99 01865 264800 



I e get so many multimedia 
encyclopedias in the office it is 
I sometimes hard working out 
which ones to feature. This month we 
went for the most expensive to see if it 
had fifty quid's worth of material within 
its flimsy 'deluxe' box. To be frank, we 
want industrial thick, gold laminated 
cardboard for us to pay that sort of 
cash. It's like those fools that buy a 
complete set of Britannica while they 
are waiting four hours for their flight 
back to the States. Anyway, onto the 
matter in hand. 

Last year Grolier released a pretty 
decent edition, and it didn't cost an arm 
and a leg. They have informed us that 
there will be a single disc version to 



follow this double disc one later in the 
year, but if you require the '99 version 
now you will have to pay the full whack. 

Here are all the facts about this new 
product so you can see for yourself what 
it has. On the article front there are 
58.000. Not all of them are interesting, 
we're sure, but even if you only read 10% 
of them you will be pushed to finish 
before Grolier release their millennium 
edition. Likewise, watching 15.000 images 
flash in front of your eyes is either going 
to be as boring as channel-hopping or as 
dangerous as strobe lights. The Internet 
links mean nothing. If you have the 
Internet then the search engines are 
ample - especially if you know what you 
are after. Okay, they have refined the 
interface a little and lobbed in a few 
gimmicks like 360 panoramas and ocean 


he 1999 Gfolier Multimedia Encyclopedia® 



NOT A BAD PACKAGE IN ITSELF. BUT YOU MAY OMD GROLIER S NEW ENCYCLOPEDIA A BIT UNNECESSARY. 



THE 1999 


GROLIER 


MULTIMEDIA ENCyCLOPEDlA 

Deluxe Edition 


floor maps, but we’re not sure you will 
really need those. 

You have to admire their audacity. 
Trying to cram all the knowledge of the 
world onto a couple of CDs must be a 
terrible task - what do you leave out? 
That is the problem with it - trying to 
cover so many bases leaves each only 
thinly covered. It's always best to search 
for specific books etc. for the topics 
you're studying as this is only really a 
rough guide. See you next year. Grolier. ■ 



FASCINATING STUFF. NO DDllBI 


VERDICT 
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LINKS ‘99 RAINBOW 6 RFA ‘99 HALF-LIFE WAR OF THE WORLDS 



ROGUE SQUADRON ABE’S EXODDUS MICHAEL OWEN WLS POWERSLIDE lA PREMIER MANAGER 




£18.99] 


l£12.99l 


£12.99' 


BUDGET BARGAINS amm 

ON A TIGHT BUDGET? WELL WHY NOT TREAT YOURSELF TO A CLASSIC GAME 
AT AN AFFORDABLE PRICE? YOU WONT FIND BETTER GAMES AT A LOWER PRICE! 


Dark Reign.£9.99 

Dungeon Keeper Gold.£12.99 

FI Racing Sim.£12.99 

Gex.£12.99 

Hexen 2.£9.99 


Legacy of Kain... 


..£9.99 


Might & Magic Compilation.£Call 

Netstorm.£9.99 


Pandemonium 2.£12.99 

Rayman.£12.99 

Redline Racer.£12.99 

Southpark Screensaver.£18.99 

Sub Culture.£9.99 

Ultim@te Race Pro.£11.99 

Uprising.£9.99 

Wing Commander Prophecy Gold ..£29.99 


0B45 6012503 




































































Name ... 
Address 


.JT’STAKEN! 


tCaVV 


I AllACKOI I 




Commitment 

Games Arena Ltd has been set up with the goal of providing you with 
the very best games at the lowest possible prices. All orders within 
the UK mainland are dispatched by first class post. We have a large 
quantity of games in stock and delivery is usually achieved within 
2-3 working days. 


Quality Assured 

If you receive faulty goods we will be happy to replace it completely free 
of charge. 


SALES LINES ARE OPEN 10AM - 6PM MONDAY TO FRIDAY 


Abes Exoddus_£CaU 

Anno 1602 .£CaU 

Apache Havoc.£34.99 

Ashgan_£34.99 

Axis & Allies_£34.99 

Baldur's Gate.£34.99 

Baseball 2000.£34.99 

Biofreaks.£34.99 

Blood 2.£34.99 

Brunswick Bowling-£18.99 

Caesars Slots.£Call 

Catz 3.£14.99 

Centipede.£28.99 

Combat Flight Sim.£31.99 

Oark Vengeance.£34.99 

Oogz 3_£14.99 

Oominant Species_£32.99 

Enemy Zero....£35.99 

Extreme G2.£27.99 

FF16 Aggressor..£35.99 

FA Premier League Manager ....£29.99 

F-16/Mig 29.£29.99 

Fallout 2. £34.99 

Fighter Pilot..£29.99 


Speedbusters.£Call 


ST: Birth of the Federation_ 

Star Wars: Behind the Magic 
Stratego.. 

..£29.99 

..£18.99 

...£2799 

Test Drive 4X4__ 

..£29.99 

The Golf Pro 2. 

„..£Call 

The Full Wnrmage___ 

£25.99 

Tides of War_ 

..£34.99 

Top Gun 2: Hornets Nest.... 

..£25.99 

Trespasser. 

..£29.99 

UEFA Manager 1999 . 

.£Call 

Ultra Fighters _ 

£36.99 

Uprising___ _ 

£10.99 

Virgin Territories_ 

...£18.99 

Virtual Springfield 

„..£Call 

VIVA Football .. 

..£35.99 

Warhammer 40.000 Chaos._ 

..£35.99 

wrw Nitrn 

£Call 

Western Frnnt_ 

£36 99 

Worms Armageddon. 

.£24.99 


Football World Manager 

Game of Life- 

Global Domination_ 

Glover. 

Grand Touring. 

Isreali air Force. 

Johnny Herbert's GP _ 

Knights & Merchants_ 

Lego Creator...^. 

Lego Loco. 

Lego Chess_ 

Links ‘99. 

Luftwaffe Commander_ 

Madden ‘99. 

Magic & Mayhem_ 

Motoracer 2- 

NFL Blitz. 


Pool Shark.. 

Powerslide. 

Rainbow Six. 

Robo Rumble. 

Rogue Squadron. 

Sonic R. 


....£27.99 

....£2799 

...£34.99 

...£34.99 

.£3799 

....£31.99 

....£29.99 

...£34.99 

....£31.99 

...£22.99 

....£29.99 

....£29.99 

...£34.99 

....£29.99 

...£34.99 

....£29.99 


....£34.99 

....£34.99 

.£33.99 

.£31.99 

.£36.99 


.£27.99 


ADD-ON VALUE! 




Rise Iff Home 

Microsoft's superlative real-time 
strategy game is given a new 
' lease of life by this wonderful 
expansion pack which offers real 
value for money. The perfect thing 
to bide you over until Age of 
Empires II arrives! 


CUT OUT ORDER FORM AND SEND TO 

Games Arena, T1 Clifton Rise. 
Paignton. Devon. T03 3LE 


GAME TITLE 


PRICE 


GAMES ARENA 


ALL PRICES SUBJECT TO CHANGE. 
ALL OFFERS SUBJECT TO AVAILABILITY. 
PLEASE CALL FOR LATEST DETAILS. 


TOTAL 


. Postcode . 

Signature.Telephone 


CashD Cheque Postal Order □ CardD 


Expiry Date 


Issue No. 


(SWITCH ONLY 


Christmas delivery guarantee - 
CALL FOR DETAILS! 


i^9.99 











































































































































I ULTIMATE PC | Issue 19 | February '99 










Could you help me with... 



Callum, Jimmy White's Cueball 2 was 
included in our round-up of the year 
because it had been reviewed in Issue 
Ik. Unfortunately, subsequent to this 
review. Electronic Arts bought the rights 
to most of Virgin's games. Although the 
game is finished. Electronic Arts decided to 
delay the game's release until after 
Christmas due to productivity problems. 
However, as we reported in last month's news. 
Virgin have now re-acquired the game from 
Electronic Arts. It all sounds a bit confusing, but 
the end result is that the game will now be 
released in March. 


Which One? 


Adam, if you want a football management game 
that's going to glue you to your monitor for 
several months, then Championship Manager 2 is 
definitely your best bet. However, Championship 
Manager 3 is due out mid-February, so you are 
probably better off twiddling your thumbs for a 
month and then getting that. ■ 


have the opportunity to use 
the dagger that you have got 
from the dragon, but Lara won't 
let you use it. Is there somewhere 
that I am supposed to put the dagger, or is 
the ending really just to kill the baddies? 
Please tell me that I have got it wrong. I 
can't believe that such a great game like this 


ends so suddenly. 

Gavin Pledge, Blewbury 


After hearing your sad tale. Gavin, we spoke to 
the lads on our sister magazine, ULTIMATE PC 
STRATEGIES. Master gamers, they too have 
conquered the second Lara Croft adventure, and 
so who better to turn to for the answer. It is not 
good news, though, we're afraid. It seems that 
you have Indeed reached the end of the game and 
there is nothing you can do at the end with the 
dagger. Maybe the ending to Tomb Raider III will be 
a little more satisfying? 


Jimmy White Goes Missing! 


orry, but you have Jimmy White's Cueball 2 at 
32 in your 1998 top 50. After phoning Electronic 
Boutiques in Carlisle, I was told it was not out yet. 
How can an unpublished game be in the top 50? I 
think the magazine is a great read, but this is a bit of 
an oversight. Feel free to slag me if I'm wrong. Cheers 
from Scotland (Gretna Green). 

Callum via Email 


l^leing a kid, I can't just pull £30 out of my pocket 
and go and buy a game. I'm really into football 
management games and need to know what to get to 
keep me hooked until CM3 comes out. I've played your 
USM '98 demo and liked it. I have also played CM2 at a 
mate's house, and I liked that too. 

Adam Winfield, Derbyshire 


ISP nnn TRICKS 

I recently bought your magazine ULTIMATE PC. and 
thought it was great. I usually don’t bother looking for 
specific magazines but yours stood out from all the 
others. Compliments to the designers! 

Anyway. I’m writing to share my view with everyone 
about Internet services. Recently, there’s been an 
upsurge in the Internet world with the arrival of 
Freeserve. I’d bought a PC and was considering getting on 
the Net. but then thought I’d leave it for a while. Once I 
heard about Freeserve. though. I rushed out and bought a 
modem because a free service was better than one you 
pay for. and with the average monthly subscription to an 
Internet service provider being a whopping £15, a free 
one was even better. .. or so I thought. 

I installed the CD. and after a long wait I tried to 
connect, only to find that the damn thing didn’t work. The 
modem dialled up. and after a wNle I got a message 
saying; ‘Windows Protection Error. You need to restart 
your computer. ” I tried another free service called Telinco 
and tried to connect to them. but. again. I couldn’t. 

I’ve discovered that these free services are a bit of 
a con because if you need technical support, you have to 
pay £1 a minute on the phone call. Who wants to go for 
that? I read the Telinco service description, which stated 
that the service is free, hut you have to pay £1 a minute 
ringing for technical support. This sounded great until I 
read that most people ring up six times in their first two 
months of using the service! What a con! You see. nothing 
is free and there’s always a catch along the way. 

Okay. I spent the best part of £60 quid on a 
modem only to find that I would have to be one of 
those who pays for the service. Of course I am not 
satisfied, but recently found Cable and Wireless 
Internet, who operate a scheme. This is also free and 
hopefully all will go well. 

This letter is a bit of a warning to other readers, if 
you see a free Internet service provider, just check it 
isn’t some pay as you go’ service or has some hidden 
gimmick added in (like very expensive phone numbers). 
Some people ask how they can afford to provide a free 
service? Your guess is as good as mine. 

Thanks for taking to time to read this letter. It is 
an issue that I feel strongly about. I could’ve spent 
my hard-earned £60 on something else but I was 
caught up in a scam! I want everyone to know how 
some things work out! 

Usman Akhtar. Warrington 

A wise old man once said you never get anything for 
free, or did we just make that up? Anyway, the point is. 
nobody is ever going to do anything for free - there’s 
always some catch. The free connection to the Internet 
is a good idea for those who can't afford the monthly 
charge of most ISPs, but as you found out. Usman, you 
have to be very careful with what you are doing. 
Hopefully your letter will encourage those looking to get 
on-line to be more wary of which ISP they decide to use. 
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Competition 








shoot button, players can determine its 
weight. TNs allows more freedom to play 
the ball into space. So. rather than playing 
the ball to feet every time, as in most 
arcade football games, players can pull off 
through balls that rip the defence apart. On 
top of tNs. there’s a wealth of moves 
including volleys, feints and backheels. 


One of the most outstanding attributes of 
Viva Football is the new control system 
which affords players complete control 
over the direction and weight of passes and 
shots. By pressing and holding the pass or 


IjCnMATEPC ifs 


I February '99 


VIVA FOOTBALL 


irgin Interactive look to 
steal tii^Premiifehip 
v^the 


working with just one player tpggt all 
the game s motion ca^fed 
animation. Crimson have vyith 
teams gigoalH|pifSrde^^tirs, 
fhidMders and striljrs to ensure 
th^he ch^ctersw^ch position 
to(Mmllr«pond as relflstically as 
possible. Over 5.^ 

-’^inin^ion wm 


crown 

release of its 

' exhilara^g new arcade soccer sim. 
Football. The p^e. being 
WfcveJoped by Virgin’s elite ’Crimson* 
team^ou®^ wtj^defme the whole 
qenr j%tthibapt. flowi ng . 


Mtbal) .gns wjUfwe- Mereire 

with authentic M^piayers and 
stats. There ar^lK^over 300 
accurately recreaW#stadiums from 
around the world. These teams span 
the generations, with players able 
to play as any major International 
team from 1962 through to the 
present day. Ever dreamt of finding 
out whether the World Cup winners 
of '66 could beat today’s multi¬ 
million pound players? Well now's 
your chance to find out! 


sysfeni,' wwffl 

mastery over every single pass. /- 
si|ot. corner and cross that they^ 
make. To find out more on thi^ 
ch^ out the ball control box-qut 
HKhere on this page. '^k 
^waphically Viva Football pror^Bs 
to be in a league of its own with * 
extremely high resolution 30 graphics 
combining with fluent motion 
captured animation to give a level of 
realism that it will be hard for others 
to rival. What's more, rather than 
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VIVA Football 


WAV 


COMPETITION 


1. Employees of Rapide Publishing are 
not allowed to enter 

2. Multiple entries are forbidden, so 
forget about licking the back of more 
than one stamp! 

3. The editor’s decision is final. 

Entries should reach us no later than 
28th February 1999. 


|xeter, EX4 4EP Please write the 
f&ifa (^your preferred Premiership 
ytajfWite onthe back of the 
ifltlcard too! 


T i O celeb^te the New Year 
and the forthcorf^og 
release cilV/Va Footb^fL the 
kind ladies and Virgin 

Interactive have put uf^a fUlbuloW" 
prize for one of o ur j^c ky readers to 
win. Up for grabsJjjRop of the^ 
range PC with a processor. 
4.3GB hard drive.^ AGP 3D 

I fphi^ card, 64 wo RAM, 32X 

ii allpl^imiHy \ Mkiner Ir ‘ 

I also receive a football strip of 
their favourite Premiership team 
and a copy of the game when it is 
released in February. 

All you have to do to be in with a 
chance of winning this top prize is 
take a look at the pictures right 
and tell us who the famous world 
class footballers are. Put your 
answers on the back of a postcard 
and send it to us at Viva Football, 
ULTIMATE PC. Rapide Publishing. I 
Jlpman Court, 48 New North Road, 


FOOTY FACTS 

1) Manchester United have the highest 
average attendance in the England, 
pulling in an average of 43.794 a game. 

2) Halifax Town have the lowest average 
attendance, bringing in just 1.874 per game! 


3) The first ever FA Cup games (then 
called the Challenge Cup) took place on 
11th November 1871. 

4) In 1888. Preston North End thrashed 
Hyde by a staggering 26 goals to nil in 
the first round of the FA Cup. 

5) Germany have won the European 
Championships a record three times. 


whilst England have managed just third 
place twice and Scotland have never 
reached the second round stages. 

6) The first European Championship was 
won by Russia in 1960. 

7) San Marino. Andorra and Azerbajan 
have never won a European 
Championship qualifying game. 


8) However. San Marino did score the 
fastest goal in World Cup history when 
they knocked one in against England in 
just nine seconds! 

9) Since 1889. Liverpool have won the 
League title no fewer than 18 times... 

10) ... but Torquay United are still the 
best team in Europe! 
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The real-time strategy genre has proven to be one of the most pofp^i 
enduring of PC games styles, and over tlie years we have seen'tUiN 
and bad examples. UPC now present to you some of the best currei^vii 


A breakthrough game pitching a never-before>seen 
hybrid of a first-person game and a RTS game that 
revolutionised the genre. The fundamental elements of RTS games are there, like 
collecting resources, developing new technologies and building up your forces, 
but instead of taking a God's eye view, you play the game through the 
perspective of an individual soldier. This means that you can control tanks, 
spaceships, robots or even fight on foot. The game involves a US-Soviet war over 
precious alien technology in space, and you can fight on either side, each with 
their own specific missions. 

Some involve the protection of 
convoys or retrieval, but most 
call for you to collect 
materials for recycling (in 
other words, turned into war 
machines). Battlezone works 
because the control system is 
very intuitive and surprisingly 
easy, while the action never 
lets up and the graphics are 
constantly impressive. A must- 
buy for all RTS fans. 


Back in 1989. S/m City and Populous were among 
the first of the so-called ’god^^tm^’. whereby yeu 
controlled every aspect of your subjects’ lives. God 
games were really the ancestors of the RTS games 
we know and (sometimes) love. For a start you had 
to begin with very basic technologyisnd only a few 
people/buildings, before slowly building your 
settlement up until you could go and beat up-your 
rivals. Sim City didn’t actually involve^thts. but you 
stiH had to use a certain amount of strat^y In 
desigmnf ygurcity to the most efficient 
^andards. IbegBigames-were revolutionary in 
ttreir because o^he amount of freedom the 
pl^er enjfryHd when determming the path the 
gam^iiould You csuld develop your town or 
dviitstkm in the direction you wanted, and even 
at te speed you desired- To say that these two 
^ames made a impact on the industry is a bit 
of an umferst^BBEiBnt. This period spelled the 


beginning of the end for 
scr-olling platform games 
and ushered in a new era of t 
dare I say it, intelligent gaming- 
started to place more refiance 
control events - something 
Elite in the early eighties 
Ne^ess to say 
countless imitators, 

people started to re3l^i%i% pbpularjty of such 
games, but it wasn't until Command and Conquer 
in 1995 that the genre developed into its present 
form. Now you can’t move these days with all the 
RTS games that developers think we can’t live 
without, and you readers need someone to sort 
out the dross from the real gems in this genre. 
Here, for you readers, over the next four pages, 
are the best RTS gimes currently available, as 
well as those to watch out for in 1999. 


BATTLEZONE 


■ he genre of real-time strateg^(RTS) 
games is certainly one of the most 
prevalent on the PC. and reviewers often 
find themselves faced with hundreds of unoriginal 
clones of the seminal and most highly fevered 
game of the genre. Command and Conquer. Even 
though CSC is taken as the first game to earn 
the label of real-time strategy, no-onq has ever 
stopped to wonder whether the old classics such 

id as RTS 
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Populous first appeared back in 1989 and was one of 
the first RTS games. Subsequent Populous games have 
suffered a less enthusiastic response, and nobody was expecting much from 
this third instalment. How wrong they were... This time, instead of you being 
an omnipotent God figure, you control a little shaman within the games world, 
fighting against other shamans and their followers. This game has re-launched 
the Populous series with its improved graphics, new gameplay touches and a 
whole new game world. This time each level takes place on an island on a 
water-logged globe where 
you fight over the land with 
your rivals, all the while 
stealing their followers. As 
you would expect from a 
Populous game, the pace is 
pretty hectic and there is 
always more than enough to 
keep you occupied. Forgive 
the cutesy graphics and enjoy 
Populous, one of the most 
original RTS games around. 


The original and still one of the best. Command 
and Conquer is the game to blame for the RTS 
genre as it stands today. Set on Earth, you control one of two warring 
factions over a hefty amount of missions, many of which call for you to 
harvest resources and use the resulting revenue to develop your 
technologies and build up your forces. The in-game graphics are a little 
dated now. but that gameplay is as strong as ever and the cut scenes are 
still effective several years after release. There's no denying that there's a 

certain appeal to the 
Command and Conquer 
games that transcends any 
affects age may have on its 
looks. WMle other games look 
better and have more features, 
the Command and Conquer 
series still rules the RTS genre, 
as the continued popularity of 
the sequels and add-ons 
testify. Hopefully Tiberian Sun 
will put the series back on top 
of the pile. 
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TNs is a highly rated RTS game, hailed in some places 
(not least UPC) as a Command and Conquer beater. Its 
range of units available to the player, their individual strengths and weaknesses 
and advanced AI of the computer all helped to put tNs on top of the RTS genre. 
Although the grapNcs look no better than Command and Conquer in the 
screenshots, seeing them in the flesh is a far different proposition when you 
witness their fluid animation. One of the strongest features of tNs game is 

definitely the 3D terrain. 


because Total Annihilation was 
one of the first games to fully 
utilise the environments on the 
game’s maps. High ground can 
be used to extend firing ranges 
or hide troops, and forests also 
affect the tactics you employ. 

It might not be the best- 
looking game around, but the 
level of depth and interesting 
features make tNs a must- 
have for all fans of RTS games. 




AGE OF EMPIRES 




This is a rare game indeed - one that’s gone up in the 
estimations of the UPC office since its review way 

back in Issue 2. This is a truly epic game encompassing thousands of years of 
mankind’s development, and to do this you must gather resources such as food 
or gold from the lands around your settlement whilst competing with rival 
civilisations - some less advanced, others more so. The amount of 
technological advances possible is staggering, numbering in the hundreds, and 
even in the last levels you’ll still be discovering new troop types or weapons. 
The gameplay can also vary quite wildly, with some missions calling for a 
small band of men to travel 






dmr near enougn perreci. 




Not only but also.! . 

The above games are all essential purchases, but there are other RTS games worthy of your cemsideration, 
including Starcraft, with its three distinct races and campaigns, as well as very enpressive visu^, There^ also 
Meet) Commander, where the units you control, the Mechs. are both your combaLifis and ymir rsoui^es. 
calling for you to use strategy in both defeating the enemies and keeping your Mechs in one piece. As well as 
this you might want to look at Settlers Iff, a detailed and less serious RTS game, as wtM s^nno ISOt which has 
little in the way of military action but is certainly engrossing as you capture islands on the game map and use 
their natural resources (as well as trade with rivals) to become the most powerful civillsafciDn. 
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Here for UPC readers is a list 

of the best RTS games to be 
released in 199% 

a year that looks set to be a great 

one for fans of the genrii 




FORCE COMMANDER 


Publisher: LucasArts 

This has to be one of the most eagerly awaited RTS 
games of the year, being the first proper RTS game to utilise the Star Wars 
licence. It focuses on the period after the destruction of Alderan in Star Wars up 
until the Rebels victory in the Battle of Endor in Return Of The Jedi. The game 
will apparently use interactive 3D backgrounds as seen in Total Annihilation, as 
well as full polygon visuals on all of the units and buildings which should 
ensure some very impressive graphics. As if this wasn't enough, all the Star 
Wars vehicles and units we know and love will be included, both air and ground 
units, as well as some secret 


extras. LucasArts will be 
expected to do a good job on 
this game as they've certainly 
taken long enough over it; 
almost two years now. From 
what we’ve heard this game 
will be something special, and 
perhaps the icing on the cake 
will be the option to control 
either Imperial or Rebel forces 
- a mouthwatering prospect! 






dm 


AGE OF EMPIRES 2; AGE OF KINGS 


Publisher: Microsoft 

This follow-up to the UPC favourite is looking very 
tasty indeed. Instead of being based on classical civilisations, this sequel will 
cover the period from the fall of the Roman Empire up until the Middle Ages. 

As a result there will be thirteen new civilisations, including Normans and 
Vikings, each with their own new technologies and campaigns. The graphics 
are also being improved iif that’s possible!) with a larger scale encompassing 
huge castles and large cities. One of the biggest criticisms of the first game 
^ ^ ^^ limited control you 

^ ^ armies, and as 

^ df jC\ a result Microsoft have 


improved this immensely 
with troop formations and 
unit commands. Then again, if 
you fancy taking a more 
peaceful route and eschewing 
war then you can. and 
concentrate on trade instead. 
One of the best games of 
1999? It could be. but you'll 
have to watch this space. 

























COMMAND AND CONDUER: TIBERIAN SUN 


Publisher: EA 

The long-awaited sequel to Red Alert will soon be hitting 
the shelves after years of waiting. The basic gameplay and structure of the game 
will be the same but with some marked improvements. The cut scenes are promised 
to be even more awesome than in previous games, but perhaps the most anticipated 
advancement for the series will be the new environments. Don’t worry, they'll still be 
set on Earth, but this time will be active and affect the gameplay. Weather conditions 

such as snow, rain and wind 
will all have a bearing on the 
gameplay in that units and 
equipment will have their 
performance affected. This will 
call for new strategies to be 
developed to combat these 
effects and add another 
dimension to the game. Tiberian 
Sun will also feature improved 
grapNcs. AI and also the 
expected new units and 
weapons. Let's hope it proves 
worth the wait. 



DARK REIGN 2 




Another sequel, but one that sounds an intriguing prospect. Not too much is known at this time, but suffice to say ittl 
improve on the original, not too bad game In terms of graphics, as well as other areas. What might make this game 
so special will be the full 3D worlds and people that can be interacted with. Vbu will be able to zoom in right down 
on the action and see everytWng up close and personal, all in high detail with the 3D graphics. As well as this, 
features such as an active weather system similar to Tiberian Sun and day/night cycles will also improve the 
gameplay. Perhaps the most exciting new feature of this ^^tme will he the option for inside buildings as 




of Alien Intelligence will be the fact that war will be waged in deep space and 
on the planet surface simultaneously. Quite how this will work with the player 
keeping on top of things is not understood, but it sounds like an interesting idea 


needed 


news when we get it 


well as simply around the outside. Tins could add a wtmlo mwii ieiml to hhe gami^y a^ push the boundaries of tins 
genre forward into the 21st Century. 
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Games 


Update 


if there’s one game Tve/-;^: 
been waiting to play over 
the Internet for some time it , ; 
has to be Half-Life. T o say jl 
it’s a difficult game'f^ST 



player mode' would 1bF an 
understatement, but th^repk 
challenge comes wheit.fel^i(p^ 
on human opponents. This 


month I’ve taken a detailed 
look at how the game play a^^ 
over the Net. Could it grov£^(f 
become as popular 
Ilf- Ouitf^possiblyK desfTt^ 


(luak^%huge popularity. tP 



game iiff^£desn> 

Half-Life, iffeay^ fa^^^^ r 
time, but Cendant’s sh'oo^er^ 
j cguft just knock the 
’ ffom his top slot. - ^ 

As well as a re' 

Half-Life, in this mi 
Gaming you'll alsi^i 
usual collection oT^t'J 
game previews, Web^Q 
reviews ^d more. 

. As always. I encourage any 
of you'who have views, 
questions or comments about 
the wonderful world of 
multiplayer gaming to get in 
touch with me. 

En;oy. / i 

Simon Lovell 
lovell@pavilion.co.uk 



icrosoft’s MSN Gaming Zone is 
going from strength to strength, 
and over the next couple of months 
users can expect to see a dramatic 
increase in the number of full price 
games supported. Recently the 
company announced that Microprose's 


Top Gun: Hornet's Nest was ready for 
multiplayer matchmaking. So, if you're a 
budding Tom Cruise, have beaten the 
single player missions and are looking 
for something even more challenging, 
then head over to www.zone.com for 
some eight player dogfighting action. 



Moving on to one of MSN Zone's 
big rivals. Heat.net, and they've just 
launched five new titles onto their 
site for multiplay, including Need for 
Speed III, Powerslide, Quake II: Rocket 
Arena 2, Enemy Infestation and the 
Age of Empires expansion pack. Rise 
of Rome. Other news this month 
regarding Heat.net is that there are 
compatibility problems with the beta 
version of Internet Explorer 5. Kesmai 
have apparently said that their 
technical crew are working on the 
problem and by the time the full 
version of IE5 is ready, everything 
will be sweet. 



Dawn of Aces Update 


f you enjoy flight simulations and 
love to play against other people over 
the Internet, then you may want to try out 


Interactive Magic's new Dawn of Aces. It's 
from the same people who made the award 
winning Warbirds, so it can't be bad! 


Recently the company updated the 
game [Dawn of Aces 1.2], and it is set to 
add a new strategy element to the title. 
This is done by allowing players to organise 
attacks to capture enemy airfields. 

The new release also contains three 
different teams instead of the original 
design of two. Dawn of Aces throws 
players into the middle of an ongoing 
W.W.I air battle over continental Europe. 
Players can fly as either Allied (British or 
French) or Central (German) pilots. Each 
time a player enters the game, they will 
be able to preview the game map and 
then decide which side of the battles 
they would like to join. 

Hundreds of players can enter the air 
at once - something that a lot of other 
companies are still trying to master. 

During the month of December. 
Interactive Magic offered gamers the 
chance to play Dawn of Aces over the 
Internet for free. Hopefully they'll offer 
some more freebies in the future! 

For more information visit their Web 
site at www.imagicgames.com 
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Wired Gamiiiii l 




Need more cars? 


■ 0 , you own a copy of Need for 
Speed III, but want to get hold 
of some new. fast vehicles. Well, you’ll 
be glad to hear that Electronic Arts 
are continuing to release new 
updates for the game, the latest 
being the Lister Storm GTL. This 
beast is said to reach speeds up to 


200mph. so if you fancy an 
adrenaline rush then head 
over to www.ea.com 
for further 
details. 




/ 
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wwy^|ivault.com //i 
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y/ww-gamecentercom ' 
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www.gamesdomain.com 

www.pcgameworld.com 

www.fgnonline.com 



ot content with their successful collecTipTTof on-line fligh?||^mulations. Interactive Magic will 
next year launch a new onfline g^layablej^game called ShocK^rce. 


The action-packed 3D hover-tank, title wtlWtgkve hundceds of players from every corner of the \ 

globe the opportunity to battle it joTt^over tl^IjNet. * ^ ^ 

The game is set in a faraway pfaTnyet wher§*pjlayers take the controls of futuristic hover-tanks » 

armed with huge guns, missiles anckexplosive..mines. The players mission: to battle the enemy forces 
into submission by taking their tajj^^air ba^^^and refuelling stains. 

Like Interactive Magic’s other on-line gam esyS hockForce will“fe>ature the^'company’s MEGAplayer technologjg^^jjj^ 
allowing up to 64 players to enteii theiKsame real-time arena at anyjcone time. For more information on SIiack£oic^Misi^ 
www.imagicgames.com. \ t ''mm- mrnmm 
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Refresh 


USERS CO HERE TP FIND AN INTERNET CAME. 


THERE'S NO NEED TO USE ANY KIND OF SERVICE 


I Wired Gaming 




e Create game 
View game Info 


* 

TfflS CUT ISN'T aware THAT HE'S BEIK.C TARCETEO: THIS WEAPON CAN DO A LOT OF OAMACE. AND £ . AS YOU CflriK.<PWE PEOPLE HND TIM^O TYPE 
A FEW SHOTS IN THE HEAD AND HE'LL BE DEAD! WHEN YOU'RE PINNED IN THE CORNER - NO CHANCE WHILE THEYfE PLAYINC. TRY AND DIE 


HALF-LIFE 


Publisher: Cendant Web Site: www.sierra.com Type: Internet, LAN 



□ niess you've been locked away in 
a dark room for several months, 
you’ll undoubtedly have heard of Half- 
Life, and a couple of months ago we 
reviewed the game from a single 
player point of view. It received a huge 
95%. making it the best first-person 
shoot-’em-up around. 

Usually with a game with an on¬ 
line playable option it would take 
some time for it to generate Net 
popularity, and that's even after 
servers are launched for it to be 
played on. With Half-Life, however, 
everything has happened very 
quickly. The minute our boxed copy 
arrived in the office. I installed it and 
instantly headed for the multiplayer 
option. To my surprise, around fifty 
servers were already up and running. 


Not only that but many people were 
doing the same - finding a game was 
no problem. 

If you're a regular on-line gamer 
then you'll know that most of the 
time to play a game over the Net you 
will have to use a service such as 
Mplayer. Heat.net or MSN Gaming Zone. 
Half-Life, however, is different. Simply 
log onto the Net. load up the game, 
choose the multiplayer Internet option 
and a list of available servers will be 
shown. Click on one and you'll be 
thrown into a game. Alternatively, you 
can avoid loading up the server list 
and choose the Quick Connect option. 
This will find the fastest, most active 
server around for you to play on, 
saving the hassle of sifting through 
the hundreds of possible games. 


The ease of use features of Half- 
Life don't stop here though. Instead 
of visiting Web sites to download new 
models, maps etc. it's all done 
automatically when you pick a server. 
So, for example, if you click on a 
server and a deathmatch contest is 
being played using a level created by 
the host, you won't have to scout 
around the Web to find it - the 
download will be performed 
automatically. Fantastic! 

Along with other members of the 
ULTIMATE PC team, after playing the 
game over the Net I was instantly 
hooked. This wasn’t just because it 
was a exciting new game either - its 
multiplayer features make it a lot 
more enjoyable than Quake II. First of 
all the selection of weapons makes 
gameplay far more exciting. Enter a 
game and you'll start off with the 
standard pistol. You can then upgrade 
to the rifle and even more satisfying 
numbers such as the pistol and 
crossbow. These aren't only 
very powerful but also 
come with telescopic 
sights enabling 
precision shooting. 

When a player is hit in 
the head with one of 
these, chances are 
they’ll be instantly 
dead. A couple of 
other weapons are 
also great for 


inflicting 
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^rredl Stuningj 



THE SHOTSUN ISrf VEp BOOp AS ? LONfi 
D1STANCE4IIIEAP0N. BUT*HERriT’U DO 


AS THE OPPOSING PLAYER HAS THE ROCKET CAN SEE FROM THE BLOOD. THI? PART OF'THET^COPIC SffiHTSdtTTHE HYTHOB AND 

LAUNCHER. HE WON’T SHOOT UP CLOSE. MOVE*INf THE LEVEL IS INCREDIBLY ACTIVE. YOU MAYillE! CROSSBOW iR? VERY USEFUL. PDOR l»YER. 


Hi 68* 


maximum damage, such as the laser 
trip mines that can be attached to 
walls. Players can be caught unaware - 
especially when put at the top of 
ladders and around corners. The rocket 
launcher is also incredibly powerful and 
comes equipped with a self-guiding 
option for the player. Although this 
can be useful because it uses a laser 
sight, players can be aware that you're 
targeting them, so turning it off is 
often the most sensible option. 

If you feel like making your mark 
after a kill you’re able to spray a 
personal logo around levels. Nice touch! 


These can be made by the user via a 
paint package or, alternatively, a large 
variety have already been created. 

The only annoying feature of Half-Life 
I found was that no dedicated multiplayer 
levels were thrown into the boxed 
version of the game. This has prompted 
gamers to load up the Worldcraft level 
editor bundled with the game to start 
creating their own. No doubt there will be 
hundreds of new skins and models 
available over the next couple of months. 



m 




If you’re havin 9 .peob.Leros with nniiitktipia.yefe^a^fei5ifeier areinigpaiipkto.L 
play the game#for the^first tisBie^tee are m^'jitsp^ten tipsrAnd vsiheisisr^ " | 
you’re winnlng, remember wh'oitra'iirglnt you! ^ 

. m: 

If you pick i!p^*l^er mine, try and place it as soon as you cah^EVen if 
yoTr get killeJ^ffPe it’s attached to a surface, frags can still_^ gained 
later’in th'e gar^from -'— 


people activating^them. Two'^eat^J^j^g^j^ 
attach them aTe at the top of ladde^ and ar^d cacners; 


1/^^ n 


etting hold of the crossbo\^i@illig^thoo ca. ^p b e^».Q rieat adj^ntajp 
igthey both have tele.sco-pic sigy?s*ifine sboyni^thead from anj^ajirov 
willibe fatal, and the-same goes foaithe pytlron in-morskeases. Possibly 
the most satisfying of'kills! ^ 

' If you don’tflffnd hanging around for a short amdunt of i'wWe, 
self-controlled ex plosive s can be quite amusing. Drop o_ne in S' 
active part of the 1^1,’fRen wait for someone to come along/^^j^fT^ 
think they can picl^up. At this point, hit the button and wat^^j;)^‘go 
up in smoke! ■muam 

1 If you pickiup the rpcket launcher, turn the laser sight off, jigmtmi- 
otherwise^players.will be aware that you’re targeting them aiti’d^wo 
simply run off. Leave^it off and they won’t see you coming. 

MB A^'oid using the medical units attached to walls. 0h'ance‘f*’aTe‘^WI'll be 

■ r^harging your health and someone will just cdu 
in the h^ad. As an alipruptive. pick up the pack^^tn^^or. 

1^^ .ii. m- % 

IB| When aiming weapons such as the pistol and^hotjun, always try a{j^hit 

■ ™ the head. Your opponent will die-a.l^ quicker this w^'y^., — 

|B. Watch out fowd^iik.coRners - of-tfen the-»e will be somwne hiding, 

ljB|*lfle cr*5wbar rnSy seem like a weak weapon, but it’s actually very 

■^^^f^tive if close enough to a player. % couple of swingsl^ 

from.t ^ fella and vc^^||^ ^ w^ r^ d with a frag! Mtt' 

mmmrm' ji»i ^ 

[•Take aplyant^^e o^^^oup of pj^y^ battling i LQ.u.t»Ke eD ^ 

your distance ^a^cUt henM lead JLyM nice •jdm* 
rocket shot could wipe out the lot aMhem. : 

When in one-on-one "" 

battles, try and notice 
when the player is 
reloading their gun. This 
is the ideal opportunity 
to make a kill. 
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I Reviews 



Four new pieces of kit put to the test this month, including a 

new force feedback wheel, flight stick and controller... 


CORDLESS WHEEL MOUSE 




mMmmmmnm 

I t's whM a entity 

iMH am jsp M m im of 
at Moq? 

Thaidcftilly the Mm-nd ^rt of the 
Cothess Wheel Mouse's des^in works^ 
IncreOldy wall, and ym lose no spotd 
or aectiiacy hecause of lids tcctaiology. 
ft ym feel the need to M ttm inme'e 
mge mm yoini Wisd Hol you tsm he 
up 0 ^ht feet nmy hefire 
li^hig eignat 

He actuai shape and feel of He 
annise Is my good, wdHa 


eyitmnitiiiwil design attowin g left or ^ 
nght«handed ioere to he mty 
oomfortahlo. There are ate» a Rumher 
of usefiil foRotlons Hot em he mde 
of the centre wheel ueiag He oqqMWd 
ifooseWare sHtwa r a Hts gattawre 
aiso allows He user H dHm ^ 
genefjd setth^ sach as efwed, 
sensitiel^ awl so HrH. 

I Chanees m enwt |ua|de wMd ^ 


IHeiher Its Hath m w r^il^ ^oUe 
gaesIMH Mir if you can a^ 
yea mtmy H ihsafp^ih^ ainl 
cerHhdy mft move im; to usei^ a 


GYRO PRO IV 

eaiA^- m m If 

I 1^1 yini've «v«r loef yoio W. 

ih-FTs refiRde (oMfi 
imi ym Ryy Hsigm otd 
Old 3 p 8 mW a teiteamt itie 


Hr dd eontmlH: Whereat Wiese pMcfes 
achte^ work ipte wett. the cgigHH** 
Htaflgd at ushig their lofio-ted eWH hi 
tiwet goidi^ dkpohiwnt h^giiWe m 
hnpMtaaw L In tH tww SyroFrolits 
lathh^TRRR'^t than a pathehc losing, 
ohm lecHg iiseleai atnlitdlei: . 

, W has fewNNi desi^fiwd with ^ 
that ps Mww gaisds 
Idayers, use ft M canpoiom with 




iscmgmd 




desan ^ Will 


VERDICT 


2 OUT OF 10 


iET A GRIP! GET A GRIP! GET A GRIP! GET A GRIP! GET A GRIP! GET A GRIP! GET A GRIP 







































PC Accessories | 




3 OUT OF 10 


CYBOReSDPAD 


HEEASS: m nm 






^ liliier litlis^^ 

a»i eKCf^iiiit ifi^n ft mim. 
fbiwn to 4l(^ te ftr$ intem^ ^ do. 
ft reidiir tesn't vmyi widl ot ^ 

ft tmm ^liMi wiUi maEldla^ and 
oftoer eoloiif^. attdftM^ at tNr ooondt 
^8^. ft vmM im 1^ to $a^ fttat ft itao 
dos^ned ty 8iiifii0(»t9 wifti a loftnr 
Ivam 

So!i» €»ni|isiileo ftsm creMed 
coiitroftors li ftie piof &ic(d|ioftfto 

a tftmitle cimtrol d-fod and at»^ 

|ii^ Mt dt ono - )»dd vary widl 
t^cause of tiio doi^'pi. bmro 

attofnfilod to do tlm aanop 

the fittiidiod predtecd Matfl toen 
d«s^!iod very widl at ail. l^o ^ to ifti 


wiiti tN^ and as vveU as tbs 

tlifoo main conIroUero. ttie tottons ^ 
arolft vary wtftl~|daoott And wli»n ft 
em^ ^wn to pAayliB^ gaum, ft, ^ . 


Iiecomoo fnaHy sso^ 
tmiHise wilit it I 
gamers could ms^ 
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I Tips Q&A 





nONS&AMSWERS 

This month, in a new slimmed down Tips Q&A, we have a smaller but 
very popular collection of requests. This month we have Command And 
Conquer, as well as the adventure game Black Dahlia and another old 
favourite. The Curse Of Monkey Island. If you have any requests, 
though, send them in to: Tips Q&A, ULTIMATE PC, Rapide Publishing, 

1 Roman Court, 48 New North Road, Exeter, Devon, EX4 4EP 


Black Dahlia 

I got stuck right at the beginning of 
Take 2’s Black Dahlia and, being the 
impatient person that I am, I gave up 
and abandoned it. I recently picked it 
up again and am now looking for some 
advice. Please help. 

I’m in the cupboard in my office 
and have the letter from Sullivan 
regarding the 'Black List' with 
Pensky's decoding scribbled on. I can't 
for the life of me decipher how he has 
cracked it but I must find out so I can 
get the telephone number of Professor 
Strauss (that is assuming that this is 
what I have to do next). 

Owen Gibbs, Chesterfield 


The codes are derived from the case 
numbers. You have to use the first 
three letters in the case number 
applying the "0 +1 -I" notation to them. 

For example, in Finster's case, the 
first three letters are: 

C = 2 (Unchanged] 

L = 5 (Changed to 6) 

V = 8 (Changed to 7] 

The final digits are found in the case 
numbers by subtracting the second 
number of each pair from the first. In 
Finster's case (218k II] this means 
the following: 

2-1 = 1 
8-k = k 
1-1 = 0 

Therefore Finster's phone number is 
2671k0, so apply this to the professor's 
case number to get his phone number. 

Command & Conquer 

I bought Command Q Conquer a few 
weeks ago. I do not get long on our PC, 
so I was hoping you could help me 
complete the missions more quickly by 
telling me some cheats. 

Daniel Coverdale, Address n/a 

One tip calls for some kamikaze-style 
tactics. If you position your troops 
between two groups of enemy units, 
they will hopefully start shooting at you, 
hitting each other in the process. The 
computer's forces haven't heard of 


'friendly fire' and will end up fighting 
each other and ignoring you. 

If you fancy infinite mini-gunners 
then try this: Sell any building that has a 
weapon but quickly select it again and 
press 'S' to stop the sale. The building 
will remain but the mini-gunners will 
already have poured out. Keep repeating 
this and you can make a huge army of 
mini-gunners. 

The Curse 
Of Monkey Island 

I recently purchased The Curse Of 
Monkey Island and have managed to 
get quite far. But after putting the lice 
on the comb and getting the scissors. 
I've reached the Snake Crossing sign. 
After being eaten by the snake, I can't 
get out of it. I'm losing interest in the 
game, and I don’t want that to happen. 
Gareth Owens, Wrexham 

First of all, don't get eaten by the 
snake! The sign warns you to avoid it. 
With the scissors, go to where the 
lemonade stand and chicken 
restaurant are. Use the scissors on 
the flowers between the two shops 
and then on the undergrowth to get 
through it. Examine the sign and pick 
up everything you see. Now use the 
flower on your maple syrup and then 


on the snake's head. This way you 
should avoid getting eaten and can 
continue on your journey. 
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Tips O&A I 


TIP TH£ BALANCE 




A veritable feast of the latest and most up to date cheats around for you this month, 

including Blood 2 codes. Tomb Raider III cheats 
and some older codes for Colin McRae Rally. Enjoy 


Age Of Empires: Hie 
Rise Of Rome 

Enter talk mode and enter the 
following codes: 

CONVERT THIS!: New Priest unit 
POW: Baby on a tricycle with a super gun 
STORMBILLY: Combat robot 
KING ARTHUR: Turns birds into 
999hp dragons 

Plus all the other cheats from the 
original game can be used for this 
expansion pack. 


MPBEEFCAKE: Increased power 
(more gore) 

MPWHEREAMI: Co-ordinates 
MPKILLEMALL: Kills all monsters 
on a level 

MPSPEEDUP: Increases speed (1-5) 
MPSTRONGER: Increases strength (1-5) 
MPGOSHOPPING: All items 
MPNICENURSE: + 25 health 
MPREALLYNICENURSE: +300 health 
MPWARD: Gives Ward 9 (25 armour) 
MPNECROWARD: Gives Necroward 
(100 armour) 

MPBEANSOFCOOLNESS: Gives a nice 
selection of weapons 
MP[WEAPON]: Gives [weapon]. Do 
twice for dual weaponry. 


Dethkarz 

Type in the main menu: 
ITASMALLWORLD: Open all cars 
KCOLNV: Open all tracks 
ZRAKHTED: Open everything 

Final Fantasy VII 

To get unlimited money enter the first 
town you come across, Mancharia. Go 
to the top-right corner of the house 
and press [X] while standing in front of 
the clock. You will receive a card. Use 
this card until you are broke and go 
back to the clock. Press [X] again. This 
will give you a card with no money on it 
(it actually contains unlimited funds). 

Hit [T] and type in these: 

TOO HARD FOR ME: Al turned off 
OH MY GOD: God mode 


Populous 3: 

The Beginning 

Hit [Tab] and press [F11] together to 
enter the text entry mode. Type in 
BYRNE to activate cheat mode and. 
now, during the game hit: 

[Tab] and [F3]: Gives all spells 
[Tab] and [F4]: Gives all buildings 
[Tab] and [F5]: Gives full mana 

Tomb Raider III 

Level Skip Cheat: 

Draw pistols, take one step backward 
and then one forward. Duck and 
stand, turn around three times and 
jump forward. 

All Weapons Cheat: 

Repeat the instructions above but jump 
backwards not forwards at the end. 

Wargasm 

Level Passwords: 

1 - Cheese 

2 - Toast 

3 - Butties 

4 - Kebab 

5 - Gateaux 


0JI.T 

Press Escape to bring up the pause 
menu: 

XUL: Full energy 
BOZ: Full mana 
JBB: Full capacity 

MATH: Increase power slightly on all 
weapons 

GRABO: Slightly increase armour, 
weapon and spirit levels 
MUMU: Maximum experience 
ALEX: 50 lives 
RIK: All spells 
CACHOU: Full energy, mana, experience, 
capacity/power on weapons, full power 
on spells and 50 lives 


Blood 2: The Chosen 

Press [T] then type: 

MPGOD: God mode 
MPKFA: All weapons 
MPAMMO: Full ammo 
MPLIP: No clipping 
MPHEALTHY: Full health 



Colin McRae Rally 

Enter these passwords: 

DIDDYCARS: Micro Machines V3 cars 
TINFOILED: Car made out of chrome 
SHOEBOXES: Access all cars 
OPENROADS: Access all tracks 
BACK AGAIN: Reversed tracks 
WHITEOUT: Fog mode 
SPECIALED: Custom replay 
ROCKETMAN: Turbo boost 
BIGGUNS: Double power 
TURNBACK: Rear wheel steering 
ALIENGOO: Green jelly car. 

Delta Force 

Type in the console and then these 
codes: 

IWILLSURVIVE: God mode 
RAINDROPSKEEPFALLINONMYHEAD: 
Ammo reload 

HITMEWITHYOURBESTSHOT: Rock hard 
computer Al 
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Laras back in here greatest adventure yet! Bigger and tougher than the previous 
Tomb Raider games, this third instalment is the hardest of them all. Don't let the 
game take you to the grave, though - master it with our complete solution. 








n hose of you 
who are 
familiar with 
the workings of Ms. Croft 
can pretty much dive right into 
the game, although some new 
moves have been added to the list. If 
this is your first time in control of 
Lara, then you’re going to need some 
training first. Use the 'home' level to 
get used to moving about and the 
various actions you can perform. 

Basic movements 

The most basic actions are run. 
sprint and walk. Most of the time 
you'll be running around the levels, 
but you will need to use the walk and 
sprint actions. Walking is very useful 
when moving around on high ledges. 
Whilst walking. Lara will not fall off 
the edge but will stop when she can 
go no further. Side-stepping is 
useful to line yourself up for jumps 
or when space is tight. Sprinting is 
reserved mainly for getting around 
quickly and is essential for reaching 
timed doors. A powerbar appears 
and depletes whilst sprinting, and 
when exhausted. Lara will return 
to normal running speed until the 
bar replenishes. 
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Jumping around 

Due to the environments Lara finds 
herself in. she’s going to need to do a 
fair bit of jumping about to get to 
those hard-to-reach ledges. The 
landscape in the game is built up 
from squares that can be used 
to judge the distance of the 
jump required and to 
determine what type of 
jump is needed. 

A 'standing 
jump’ involves 
pressing the 
jump button plus a 
direction. You will 


travel the distance of two squares 
with this jump. If a gap is two squares 
wide, use a standing jump and a grab. 

A useful addition to the standing jump 
is the twist; Lara can flip 
round whilst in mid-air and 
face the other way. This is 
mostly used when you need 
to grab ledges behind you. 

A ’run jump’ covers a greater 
distance and is achieved by 
running and then jumping. 
You will travel three squares 
with a run jump, but you 
will need to run across a 
square to start with. 


Climbing and swinging 

Lara can climb and hold onto certain 
textures. This allows her to climb up 
sheer walls and cling to ceilings. When 
climbing or swinging Lara can move in 
any direction, and can even backflip off a 
wall to land on a platform behind her. 

Crawling 

A new addition to Lara’s repertoire, 
and a very useful one indeed. Crawling 
is essential to getting through small 
gaps which would have been 
impassable in her previous outings. 

Shdoting 

Lara will aim at any target when she 
has a weapon drawn. By pressing and 
holding the action button, she’ll 
shoot at the target, but only if it’s 
in view. When holding the action 
button, the camera will remain 
facing towards the current target. 
The next section looks at each 
weapon to help you choose the right 
one to suit the situation. 
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I Solution 


Pistols 

Lara’s basic weapon, and the only one 
you start the game with. Useful at 
both close and long range, although 
they lack power, so it may take a fair 
few hits to kill an adversary. With 
infinite ammo this is the best gun to 
use against enemies who can't reach 
you (to save ammo). 

Shotgun 

A great short range weapon with a lot 
of power, it can kill a person with just 
two shots. Unfortunately at long range 
it’s useless, so it’s best used in confined 
spaces to counteract ambushes. 

Desert Eagle 

A high power gun that’s great for those 
close range battles. It also works quite 
well against fast-moving enemies. The 
main problem is that the firing rate is 
rather slow, but the power more than 
makes up for it. 

Uzis 

Much the same as the pistols but with 
the obvious advantage of a much 
quicker rate of fire. The Uzis work 
equally well against long and short 
range targets, making them one of the 
best and most used of the weapons. 

MP5 

A powerful rapid fire gun which is great 
for killing long range targets. Due to 
the high fire rate, ammo disappears 
very quickly, although it won’t take 
many shots for a kill. If the enemy gets 
in close Lara is unable to aim. rendering 
the weapon useless. 

Grenade Launcher 

Fires grenades (surprise!) which can be 
bounced off walls and along floors. The 
grenade explodes after a short time 
and kills anything nearby. As you would 
expect, this weapon is primarily for long 
range attacks. 

Rocket Launcher 

An explosive weapon for killing more 
than one target at a time. As you 
would expect, this is a long range 
weapon and should not be used for 
face-to-face combat. 

Harpoon Gun 

The only weapon in the game which can 
be used underwater. The main 
drawback is that the harpoons are 
really quite weak, so it’s best to kill 
waterbound enemies from dry land 
with a more powerful gun. ■ 
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N ow that yw thinH you’r 
fetis head out iritb 
the field and get stuck in 
where the action is... 


Lara's ad^k^nture starts deep in 
kidtSLU^ngi^ complete with 
monkeys, tiprs and plenty of 
greenery. Rrst stop is the n®^^ 
terr^ to find out the whereatmuts 
of the Irrfeda artef^t. 


Therms only one way to go from 
here, and th^'s down. Watk forwacd 
and slihfe down the slope, on tt mwa y 
fewn head to th^Mt (by jumping) 
to c^^t some Flars and a Scslf 
Wh^ you reach the 
botiom, ^ toi the and collect 
the Save^me drystaL iantp up 
ontothe then cS^p dewn 

by the Follow the monkey 
through the passage on the far side 


and fttfR the Go back to the 
tree through the open gate. Pull 
the ferer and quickly jump into the 
recess opposite to avoid the moving 
sprked-wail. Head to the gap dt the 
far end and grab the deathslide. 
Jump onto the block that the cable 
is attached to and use a run-jump 
to reach the opening in the wail. 

and get ready for the 
tiger. Go through the small clearing 
and head »t>und to the left. Pass 
through the wrtow passage and 
tom to the l^t to fmd some Flares 
and a Small Medipack. Pull leuer 
in the pas sage and av oid the boulder 
which starts rotting. Go up the slope 
where the bauldef came frmn and 
tom left at the gate. Pull the 
to open the gate. Go through 
the gate and a tiger will attack you. 
Briefly go to tt»^ht through the 
bushesii) cotfect the Shotgun 
Shells. Return through the bushes 
and anther tiger wHI arrive on the 
sx:»ie. Continue along the path and 
you’ll come to a sunlit clearing. 
Follow the monkey by crawling 
under the rock on the far side. 
Collect the Savegame Crystal and 
kill the tiger that bolts down the 
slope. Head up the slope and drop 
off to the left when you reach the 
end. Follow the monkey through the 
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Opening on the left. When you reach 
the spikes, carefully walk (don't run 
or you'll die!) through them to the 
far side. Use a standing jump to 
cross the small gap and grab the 
ledge. If you fall, you'll have to drop 
down in to the dark section and 
walk through the spikes to get back 
to the sunlit clearing. 

Pick up the Small Medipack and 
then jump up and grab the wall In 
front of you. Shimmy all the way 
around to the right to reach the 
Savegame Crystal in the corner. Back 
track and then shimmy along to the 
left using the large crack in the wall. 
Climb up and enter the dark tunnel. 
Go up to the right and you’ll find a 
lever. It’s wise to save your game 
here. Light a flare and then pull the 
lever. Quickly run down and out of 
the tunnel to avoid 
the boulder. Drop 
down to the ledge 
next to the spikes 
and kill the tiger in 1 
area below. Drop down and 
go through the open gate. 

Go right through the • 
next area, but watch out for 
the two boulders rolling in from 
the left. You’ll reach a river. Jump 
in and swim through the 
underground entrance at the far 
side. Climb out and pull the two 
levers. Swim through to the next 
area and collect the Flares 
from the centre platform. 

Jump across to the 
doorway without torches 
and pull the lever in the 
passage. Return to the last room 
and go through the gate with the 
torches either side. You’ll come to a 
flooded area with a Savegame 
Crystal In the far corner. Enter the 
hidden passage at the base of the 
right-hand waterfall to reach a 
ladder. Climb the ladder and then 
make your way up to the top of the 
waterfall and pull the lever. Save 
your game and then dive into the 
main pool and swim under the ledge. 
At the end of the passage you'll find 
a tiger waiting for you. Quickly climb 
out and kill the tiger, then climb the 
ladder. Pick up the Indra Key at the 
top and head through the gap In the 
corner. Kill the tiger strutting 
about and then drop down. Use the 
key in the lock next to the gate, 
then wade through the gate to 
reach a camp. 

CMnp 

When Lara reaches the camp she finds 
a lone explorer. He speaks as if there 
are many people around him. The guy 
is obviously In all sorts of bother. He 
explains that two of his fellow 
travellers are inside the temple and 
then makes a sharp exit. Lara follows 
suit and heads off. 


leinple lysns 

Go through the opening in 
the tree trunk and 
shoot the two 
cobras. If you get 
bitten, use a 
medipack as an 
antidote against the 
poison. Pull the lever 
just beyond the second 
cobra and then drop 
down the hole behind you. 
Crawl through the gap and 
collect the Small Medipack on the 
left. Go to the right and kill the cobra 
around the corner. Continue through 
and kill the two monkeys. When you 
climb out. go the left and collect the 
Flares and MP5 Clips from on top of the 
steps. Stand next to the tree closest to 
the platform in the centre of the river. 
Run-jump over to the platform and 
grab it or you'll end up as fish food. 
Run-jump across to the other side of 
the river making sure you land in the 
shallow part next to the wall. Go to the 
right and pull the lever. Head back along 
the wall and drop in to the river at the 
first gap. Quickly swim through the 
gate before the piranhas arrive and 
then follow the passage to the end. Kill 
any monkeys that you find around here 
and climb onto the furthest block at 
the bottom of the landslide. Jump up to 
the ledge above it and cross the 
landslide from the ledge. Make your way 
around the edge of the area killing the 
monkeys. Collect the Savegame Crystal 
after going through the short passage. 

You’ll now be up above the river 
near the start of the level. Jump across 


Go to the block on the right of the 
statue and pull it to reveal a narrow 
gap. Save your game and then craw! 
through to meet the first boss of the 
game, a statue of the Indian god Shiva. 

Shiva 

A statue of Shiva will come to life once 
you enter the room. The god has six 
arms and six sharp swords. The 'god 
of destruction' is a bit of a pain in the 
butt to be fair, you can’t just stand 
back and shoot like crazy as he'll just 
hold up his swords and shield himself 
'Batfink' style. You'll need to keep 
moving about by running and jumping 
to avoid being slashed and you can 
only inflict damage when Shiva’s 


to the branch sticking out over the 
river and then run-jump to the ledge 
near the waterfall. Jump over to the 
ledge under the waterfall and collect 
the Small Medipack from the base of 
the tree. Climb up the step in the rock 
face and walk through to the other 
waterfall. Drop off the ledge 
backwards and grab onto the edge of 
the waterfall so that you can shimmy 
to the right. Climb up to collect the 
Shotgun Shells, then Crawl to the end 
of the gap. Run-jump to the green 
ledge and kill the monkey. Crawl 
through the gap keeping to the left to 
avoid the cobra. Kill the cobra and then 


slide down the slope, head through the 
passage killing the cobra along the way. 











room. Puii the 
,- lever to open the 

gate above and climb out. 
Go down the now open 
passage. When you get to 
^ the mud. stay against the 
I WBsr left-hand wall. You should 
jSBjBI? just make it to the other 
mi side without losing any 
I energy. Go up the slope so that 
I you can run-jump to grab the 
f ledge above the entrance. Kill the 
monkey and then pul! the lever at 
the end. Make sure you’re in good 
health and then run through the gate. 
Jump over the sweeping blade and 
keep running to avoid the spiked walls. 
Kill the monkeys and then pull the 
lever on the far side of the room to 


defences are 
lowered, or you can try 
shooting from behind. There is a 



Collect the Savegame Crystal from Kill the two monkeys and collect the 

the other side of the pool ami then Savegame Crystal. Drop down the hole 

pull UlU Hull underwater levers on by grabbing the edge. Climb down to the 

the sides of the pijof. CIimb=Qut and bottom and drop into the room below 

you’ll see that the fire lights’ up (this is where you fought Shiv^. Use the 

invisible platforms. Jump onto ttiese Key of Ganesha in the lock to the right 

to reach the lever on the ledge above of the large gate, 
the pool. Pull the lever and then drop Go up to the ledge behind you 


hole in the floor which you can use open the gate above. Use the block at down and run through the gate next (where the Savegame Crystal was) 


to catch you breath before continuing the bottom of the pillar to the right of to the statue before it closes. If the 


and pull the two levers. Go through 


the battle. If your energy gets low. 


the room to reach the gate. Jump into 


gateilDes=close. you’ll have tirpull the 


the small gate to the left of the large 


then use a medipack in mid-battle to 
replenish lost health. When defeated. 
Shiva will turn back into stone. 
aWewing you to continue. 

Collect the Savegame Crystal if 
you haven’t already and then drop 
down the hole in the centre of the 


the water and pull the lever. Get a full 
lungsworth of air and then dive down 
through the gate. When the passage 
opens out. pull the two levers on 
either side. Head back into the 
passage and immediately upwards to 
the surface. You’ll now be in a hall. 
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again. Go to the right and light a 
flare. You'll find a lever on the left- 
hand side-df the tunnel. Sa® at 
this poirrbffi the next bit is 
well tricky. ^ 

Pull the lev er and sprint to j 
the left, sii^iftly pkk up the Key ' 
of Ganesha and ^nt back t 

Sirough the gateway td'safety. 
Once the wall has go 

back in and pick up a Small 
Medipack and some Sh(5tgun 
Shells. Bacldn the hai you’ll / 
find that the pooUs-now I 

filled with thick mud. Wade I 
through, sticking closely to ^ 
the right-hand side of the 
room. Climb up the sbpe and ■ 
enter the passage to Me right I 
and up the steps. Pick up the " 
Flares on the left When you go ^ 
up the stairs from here a , 
boulder will rnll dmvn When it M i 
starts rolling, run backxiawn m g 
to safety. Atthe top you’ll 7 i 
be confronted by two 
gates. Take the right-hand _ ] 
passage (the^y-EOute). l^M Zr| 
the monkey and then pull ^ 
the lever to open the ^e. ^ 




main gate and follow the path to the 
^ end. Go across the next room and 
Ainto the area with the fire breathing 
fetatues. Pull the lever on the far side 
' and then swim through the open gate 
_ below. Keep to one side to avoid 
the poison arrows coming 
towards you. Wait for the 
tiles to fall into the water 
■ and then enter the next 
section. Go to the right and 
collect the Small Medipack from 
[ the ledge. Swim across to 
^ the far side and get up onto 

n the small ledge. Climb up the 
, wall and then backflip onto 
J the ledge behind you. Use a 
I W- ll run-jump diagonally to reach 
I i f the ledge to the left. Jump to 
i.. ■ I the ledge next to it and then 
r ' I jump and grab the wall behind 
f I you. Climb to the top and then 
^ r jump to the platform above the 
first wall you climbed up. From 
> here, jump over and grab the 
^^^-^dge by the cobra. Move to 
1 the left, climb up and kill the 
:::[ cobra. Jump to the ledge 
behind him and then over to 
the opening. Quickly drop 
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down and grab the edge to avoid the 
boulder which rolls out of the opening, 
i Avoid the arrows and blades and then 

, run>jump to reach the Savegame 

Crystal. There is a block in the far 
f right-hand corner of the room - push 

it into the wall. There is another block 
to your right. Push it as far as it will 
go. Turn around and then push the 
first and third blocks on the right, 
into the wall. Move the second block 
to either side to reveal a lever. Pull 
the lever, turn around and go to the 
left. Ouickly run down the slope to 
the right to avoid the boulders. Keep 
to the left and jump over the spikes 
to land in the opening. Jump into the 
I pit, staying on the right-hand side to 

land in the water. Go back through 
the level until you reach a small pool 
with an underwater lever. Pull the 
lever and collect the second Key of 
Ganesha from behind the gate. Go 
back to the large gate and use this 
second key to unlock it. Jump across 
the gap and quickly climb the wall and 
, into the opening to avoid the spiked 

ceiling as it descends. At the top. kill 
the monkeys and collect the 
Savegame Crystal. It's best to save 
your game here. Go to the opposite 
side of the room and you’ll find a 
I small long step. To the left is a 

moveable block - pull it out and use it 
to reach the platform on the other 
side of the room. Pull the two levers 
and jump down. Run past the open 
gate but don’t enter it, two boulders 
will roll out. 


Enter through the gate and sprint 
down either side past the fire when 
the gates close. You’ll now have to 
fight another Shiva. When you kill 
him. examine the dead body to get a 
Scimitar. Climb up onto the ledge 
opposite the large gate and place 
the Scimitar in the hand of the 
statue. Another Shiva will come to 
life. Killing this one will also get you 
a Scimitar. Once the two Scimitars 
have been placed In the statues’ 
hands, the gate will open. 


Go through the gate and make your 
way along until you reach a large 
room with a floating corpse. Another 
Shiva will attack you here. Defeat 
Shiva and then collect the Key of 
Ganesha from below the corpse in 
the centre. Also, collect the Flares 
from the second dead body by the 
wall. You should find another section 
to the area with a Savegame 
Crystal. Collect it and save your 
game. Use the key In the lock 
nearest you. then jump into the 
flooded hole behind you. Swim to 
either side of the spiked wall and 
pull the two levers to turn the water 
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flow off. Swim back to the hole and 
collect the second Key of Ganesha 
and return to the surface. Use the 
key in the second lock and head back 
into the main room. Approach the 
small gate, near the hole in the floor, 
and It will open. Light a flare and 
then run in and pull the two levers. 
Ouickly drop through the hole. Pick 
up the third Key of Ganesha and 
climb out. Put the key into the final 
lock and head up the steps behind 
you. Run down the passage to 
encounter a man on a raft... 


Lara arrives near a waterfall to see 
Tony from the campsite floating 
past on a raft. After Lara fires off a 
few rounds. Tony makes the ground 
rumble forcing some stone pillars to 
fall, nearly hitting our adventuring 
lass! After the dust clears Lara picks 
herself up and spots a nearby Quad 
Bike, useful! 


Run around and hop on the Quad Bike. 
Drive it along the riverbank and you'll find 
a grassed ramp. Peg It over the ramp so 
that you cross the river and land In the 
cave. Drive through the cave, getting 
speed up to make it over the jumps. 
Dismount when you come across a locked 
gate. Dismount and jump back over the 
last gap. To the right you will see an 
opening. Jump across and make you way 
through, killing the two cobras in the 
tunnels. Drop down the second hole. 


When you drop down, kill the two 
monkeys and then open the gate 
by pressing the switch. Go 
through and remount the bike. 

Take the bike through, collect the ' 
Savegame Crystal and then turn right. 
Just after the large jump you have to 
turn sharp right. At the end. drop down 
Into the ravine to the left. Use the Turbo 
to get across the gap at the end of the 
ravine. Continue through and up the 
narrow ledge on the cliffside. Stick to the 
ledge all the way until you reach a small 
gap. Jump over the gap and stop on the 
next ledge. From here you’ll need to use 
the Turbo to reach the far side of the 
river. Save your game and then go to the 
right, collecting the Savegame Crystal as 
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The first part of this level is a maze. 
Follow these instructions carefully so 
you don’t get lost! From the start, take 
the left-hand route. Go left, then 
immediately right at the first split. When 
you have to crawl, go to the left, crawl 
through the gap on the right and collect 
the Uzi Clips from the right. Drop down 
the hole opposite and run to the end. 
Crawl through the gap on the right and 
go left. Go right, then left and right 
through the gap. Take the second right 
and drop down the step. Continue 
through until you find a Savegame 
Crystal. Save your game before you 
attempt to collect it. Drop into the hole 
backwards and grab the edge. Drop into 
the pit below and you'll find yourself 
surrounded by cobras. Crouch down and 
turn to face the two cobras next to the 
slope in the wall. Staying crouched, draw 
you guns and carefully kill these two. 
Once they are dead, move to the dead 
bodies and into safety. Stand up and kill 
the other two snakes. Walk towards the 
other end of the room, stay to the side 
and kill the next two cobras without 
passing the narrow part of the room. 
Stand in the narrow section and a 
boulder rolls down from behind. Jump 
back to avoid it. Kill the rest of the 
snakes and enter the tunnel at the end. 
Crawl through to the right, pick up the 
Savegame Crystal and save your game 
here. Slide down the slope to face that 
stranger from the raft earlier, and he's 
not best pleased! 


When you first enter the room 
you're surrounded by water, but 
that soon changed when Tony turns 
it into lava. Fire off a load of rounds 
Into him whilst he's doing this before 
he starts attacking. He'll now throw 
fireballs upwards which then explode 
above you. If you get touched by the 
flames, you'll catch fire and die 
horribly. Also avoid falling in the lava 
as an equally terrible death awaits. 
The best method of attack is to 
keep firing and jump over to the 
platform to the left when a fireball 
is thrown. Roll over and wait a short 
while, and then jump back to the 
first platform. Keep firing all the 
time and go back and forth between 
the platforms to avoid the fire. 

Even with his powers, Tony isn't 
particularly strong and you'll soon 
kill him. 

When you've defeated the boss, 
collect all the Small Medipacks, Grenade 
Launchers and Grenades on the 
platforms around the edge of the 
room. Collect the Infada Stone from 
the centre to end the Indian adventure. 


Dr. WiUard 

When Lara leaves the temple, a Dr. 
Willard approaches in his riverboat. 
He invites Lara aboard and she 
takes up the offer of a free ride. 
The doctor explains the history of 
the Infada Stone and tells her of 
three more pieces to be found. Lara 
agrees to search for the other 
three stones and has the choice of 
which country to take on next. 

At this point you have the choice of 
which adventure to take on. This 
month we'll be covering London. 


Lara finds herself high in the rooftops of 
the Thames Wharf area. It's night and 
raining, so visibility isn't particularly good 
here. You start on a walkway way above 
a small yard. Turn around and drop onto 
the small ledge just below the end of the 
walkway. Run-jump across to the sloping 
roof opposite and collect the Small 
Medipack from the lower section. From 
here, grab the gap in the building and 
shimmy all the way along to the right. 
Climb up and go up to the left. Vault onto 
the large step in front of you and go 
round the corner. Jump over the fire and 
collect the Shotgun Shells and then jump 
back. Hop backwards off and grab the 
edge above the fire. Shimmy as far right 
as possible and drop down In the corner. 
Quickly run down the passage and away 
from the flames. Jump the gap and go to 
the end of the passage, picking up the 
Savegame Crystal on the way. Drop into 
the room below and kill the guard, flip 


the switch on the wall and head through 
the doorway opposite. Enter the passage 
at the far end of the hall and dive into 
the pool. Pull the lever and then collect 
the Small Medipack and Shotgun Shells in 
the centre. Climb out of the pool and go 
all the way back to flip the switch in the 
first room again. Go back into the hall 
and take the first passage to the right. 
Enter the water and swim into the shaft 
below. Swim past the slow-moving 
propellers and up to the surface. Climb 
out and kill the guard, followed by the 
two rats when they appear. Crawl 
through the gap on the right of the 
passage. Pick up the Small Medipack 
and drop down at the end. Turn 
around and enter the room in front to 
find a welding machine. 

You must avoid the welding machine 
to prevent being electrocuted, just 
keep checking the machine's 
whereabouts at all times. Go to the 
right-hand end of the room and collect 
the Savegame Crystal, then turn the 
lights on at the switch. Go to the 
opposite end of the room and you’ll 
find a metal cage. Pull the cage out 
and then push it around to the 
position shown in our diagram. This 
will cause the fuse to blow, allowing 
access to a button above. Exit the 
room and climb the wall to the top. 

Press the now accessible button and 
kill the guard that appears. Flip the 
other switch for a third time and go 
down to the furthest passage again. 
Swim through the pool and climb out at 
the other passage to the left. Swim 
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you go. Use the Turbo to get across to 
the other side of the river again and then 
turn right. Ride down to the bottom, 
turn right and collect the Savegame 
Crystal at the end. Run over any 
monkeys and then dismount. Take the 
route which leads to a waterfall. Here 
you’ll encounter a number of vultures. 
Jump into the pool at the bottom of the 
waterfall and climb onto the platform at 
the base. Jump through the waterfall 
and then follow the path to the end. 
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Savegame Crystal behind a barrier to 
the right. Shoot the barrier to break it 
and access the crystal. From here, climb 
the wall up to the top. Directly in front 
of you is a movable block. Pull it towards 
you. Go around the other side of the 
room and kill the spanner-wielding 
bloke. Pick up the Uzi Clips. Shotgun 
Shells and Flares and then drop down 
through the hole to the booth below. Kill 
the guy holding the torch and then jump 
down. Climb onto the booth nearest the 
ticket office and climb up. Go through 
and down into the office. Pick up the 
Maintenance Key and Large Medipack. 
Push the button and leave. 

To the left of this area are two sets 
of escalators, take the right-hand set 
and jump over the tracks at the bottom. 
Go through the arch and kill the one 
man and his dog. Go to the right, along 
the platform and use the Maintenance 
Key to open the door at the end. Enter 
and switch on the lights. Collect the 
Small Medipack and Uzi Clips and then go 
to back to the other end of the 
platform. Pick up the Old Penny, go back 
through the arch and then drop onto 
the track. Sprint down the tunnel to the 
left (the blue coloured tunnel) and enter 
the opening on the right before the 
train hits you. Kill the two men here and 
climb onto the crate in front of you. 

Turn around and go to the corner to find 
a Savegame Crystal. Vault back up and 
kill the dog that has appeared. Vault 
onto the crate in the corner in front of 
you and run-jump onto the crate to the 
far left. Run-jump over to the crate to 
your left and climb up. Backflip onto the 
small slope and jump as you slide to grab 
the wall above. Climb up and backflip 
when nearly at the top. Vault onto the 
crate behind you and kill the bad guy to 
get a Small Medipack from the body. 
Jump to the small ledge on the left of 
the room and then run-jump over to the 
far side to collect the Uzis. Drop down 
and climb back up as before. Jump up 
and forward from the crate so that you 
can monkey swing around the corner. 
Drop off at the end and hop onto the 




step at the bottom of the slope. Save 
your game here. 


through the next pool (setting the 
alarm off) and climb out. Kill the guard 
and go through to the small room 
beyond. Push the button and go back to 
the now empty pool. Go left as you 
enter the room along the walkway. 

Jump up and grab the mesh above and 
monkey swing to the other side of the 
pool. Drop onto the ledge and kill the 
two rats. Follow the passage and collect 
the Savegame Crystal and Large 
Medipack. Save your game and then 
continue. Go past the door and fall into 
the pool. Climb out. shoot the guard and 
go back to the switch room. Hit the final 
button and then make your way 
through the pool at the far end of the 
hall. In the second pool, dive down and 
swim through the tunnel at the bottom 
to reach the cathedral. 


wire to the edge. Do a standing jump 
onto the ledge on the crane. From 
here use a running jump to grab the 
building to the right. Climb up the 
roof towards the cathedral dome. 
You’ll encounter two guards here. 
Once you’ve killed these guys, go 
through the dome and drop onto the 
roof on the other side. 


Gun f){|ht 

Lara fights with one of the goons by 
the ringing bells of the cathedral. 
After an intense battle she 
overpowers the tough guy and 
interrogates him to find out what's 
going on. He reluctantly tells her 
that a Miss Sofia Lee Is employing 
him to kill people. 


AEdwych 

We’re going underground, to Aldwych 
tube station to be exact. The place 
is empty and a few landslides have 
ripped through the tunnels, although 
trains are still active In the area. 

When you slide down at the very 
start of the level, grab the third ledge 
and climb up to get hold of the Shotgun. 
Jump Into the murky water below and 
climb out into the stairwell. At the top 
of the third flight of stairs you’ll see a 


Hop backwards onto the slope and 
grab the edge, drop and grab the gap 
below. Let go and quickly jump 
sideways to the left when you land on 
the ledge before it gives way. Jump 
when sliding to grab the gap on the 
other side. Quickly shimmy over to 
the right and let go. When the ledge 
gives way, grab the edge of the slope 
below. Climb up and backflip and turn 
in mid-air. Grab the slope and then 
drop to the gap below. Drop and grab 
twice more and climb into the opening 
with the Savegame Crystal. Collect 
the crystal and the MP5 gun. 

Slide down the short slope and then 
climb up until you reach a small pool of 
water. Go around the corner and collect 
the Savegame Crystal and then save 
your game. Climb the wall adjacent to 
the pool. At the top. wait for the flames 
to recede and then roll over. Turn around 
carefully and side-step to the right and 
vault up. Climb up and then hop onto the 
sloping area. Go to the end. jump and 
grab the wall and climb a short way up. 
Backflip off and push the button to open 
the trapdoor. Jump back onto the wall 
and climb up. Crawl across the top to 
avoid the flames, picking up the Uzi Clips 
as you go. Climb down the other side and 
follow the passage to the end. Drop 
through the hole back onto the station 
platform below. Go back down onto the 
track and head down the tunnel and into 
the crate room again. Climb up as before 
up until you reach the ledge using the 
backflip from the wall. Turn around and 
note the open trapdoor to the right. 
Ignore this for now and monkey swing as 
before over to the drill room. Climb 
across the top of the drill and jump up to 
the gap in the corner. Pick up the 
Solomon's Key and follow the passage to 
the end. Drop down to the area below 
and then again to the platform once 
more. Go back to the crate room and 
enter that trapdoor. 


Search the underwater arches to find 
a Small Medipack and Shotgun Shells. 
Climb out at the end of the room and 
kill the waiting guard, picking up the 
Small Medipack he drops. Nip round 
the corner and pick up the Savegame 
Crystal. Save your game and then 
climb up the wall, taking care not to 
fall onto the spikes below. At the top. 
carefully walk through the barbed 







































Solution 


the right. Pick up the Small Medipack 
and then run to the end. 


Shells and the Rocket Launcher below 
them. Continue up the wall as before 
and enter the gap at the top. Stand up 
halfway along and vault up to the right. 
Pick up the Small Medipack and drop 
down into the room below. Quickly kill 
the guard and then move the block on 
the left as far as it will go. Push the 
button to open the door and kill the 
guard as he enters. Exit the room and 
take the first right turn. 


Savegame Crystal. Go to the third door 
and swim through the water. 

Press the button to open the first 
door to the area. Save your game 
here as this bit can get rather 
confusing and it can be easier to 
reload and start again. Take the first 
right and push the switch at the end. 
Go back and turn right and push the 
switch just around the corner, next 
to the hands. Go back and take the 
first right through the door. Press 
the left-hand switch and go through 
the door behind you. Take the second 
right and press the switch. Go 
through the door behind you and 
head to the right. Go left at the next 
junction and then right at the next. 
Go to the far end and turn left past 
the candle and Into the room at the 
end. Save your game here. 

Use the two Solomon s Keys in the 
locks to open the door blocked by the 
swords. Watch out for the weak sections 
of floor and pick up the Savegame 
Crystal. Go to the open door and quickly 
run across the dark section of floor and 
pick up the Masonic Mallet. Jump back 
into the main room, avoiding the spikes, 
and kill the dog. Go through the open 
door in the far comer and collect the 
flares from the right as you enter. Light 
up a flare and jump into the water, swim 
to the end and get out. Jump over and 
grab the long crack and climb in. Climb 
back out onto the ledge and then vault 
up. Jump over to the other crack and 
climb through to the barrier. Kill the rats 
and go into the next room. Kill the thug 
and go down to the right. Use the 
Masonic Mallet to open the door at the 
bottom of the escalator. Press the 
button and then drop down the hole 
outside the door. Shoot the thug who 
comes from the right and drop down the 
gap. Crawl through the gap and vault up 
through the trapdoor. Press the button 
inside the train and then drop through 
the other trapdoor. Crawl through the 
gap and then enter the first passage on 


Lara falls into a torch lit room, a thug 
grabs her by the arm and drags her to his 
leader. The leader explains that him and 
his mates are the results of failed 
experiments carried out by Miss Lee. The 
experiments left them immortal but 
without skin, hence the face masks. He 
tells Lara that he’ll help her out if she 
does a favour, he wants some embalming 
fluid from the museum to prevent skin 
rot. Dutifully, Lara agrees to his request 


You’ll find yourself in the torchlit room 
where you spoke to the gang leader. 
The thugs won’t attack you here, so 
don’t shoot them. Follow the gang 
member to your left and he'll take you 
in the right direction. Go straight 
ahead at the pools of water and 
through the passage. Pick up the Large 
Medipack and go around the corner. 
Climb up the left-hand side of the wall 
and backflip to the wall behind you to 
collect the Savegame Crystal, Shotgun 


Climb onto the tallest step in front of 
you and jump to the ledge facing the 
door. Vault up and enter the small room. 
Push the block to cover the door and 
climb out through the celling. Go back 
into the main room and drop to the 
' floor. Using the step in the corner, vault 
onto the large step blocking the main 
door. Climb onto the ledge above and 
crawl through the gap to the right. Vault 
up and follow the passage back into the 
hallway. Go back into the far room and 
pull the block to the middle. Re-enter 
the platform room and climb onto the 
tall step. Run-jump and grab the slats 
behind you and collect the Savegame 
Crystal to the left. Drop down and do 
the same again, but this time go to the 
right and crawl into the gap. Push the 
switch and drop back. Get back onto the 
tall step and climb onto the ledge above 
you. Jump over to the ledge and push the 
switch. Go to the ledge below and climb 
up the wall and the door you’ve just 
closed. Go to the left at the top and drop 
onto the ledge. Save your game before 


Go around the corner and quickly 
kill the dog and thug before entering 
the doorway In the centre. Stand on 
the weak floor to the right to fall 
through. Pull the block towards you 
and then climb out. Drop down the 
other side and follow the path along 
and climb out to the right. Go to the 
end and around the corner. Here you’ll 
find two switches to the right. 


The two switches open doors in a room 
nearby. The doors remain open for only a 
short period of time. Hit the switch on 
the right and It will show you two doors 
opening. Wait for the doors to close and 
then press the button again. Quickly roll 
over and then run up the slope to Lara’s 
right. Go through to the next room and 
enter the furthest door on the left 
before it closes. If you don't make it. go 
back to the switch and try again. Once 
through the door, press the switch and 
slide down the slope. Go to the right and 
all the way to the two switches. 

Press the right-hand switch again 
and this time enter the second door on 
the left of the room. Jump up through 
the trapdoor and push the switch. Drop 
down at the end to get back to the two 
switches again. This time, press the left- 
hand switch and enter the first door on 
the left. Go to the left and jump onto the 
step. Monkey swing across the pool and 
drop off to grab the ledge. Collect the 
Savegame Crystal, Shotgun Shells and 
more importantly the second Solomon's 
Key. Jump into the water and swim 
through the underwater passage. Climb 
out and enter the door at the top. Kill the 
thug when he appears. Use the Old Penny 
at the third booth to get a Ticket. Go 
down the left-hand set of escalators and 
kill the bloke at the landslide. Go onto the 
station platform to the left and kill the 
rats on the track. Head down the tunnel 
to the right and enter the second door on 
the right to avoid the train. Kill the guy 
with the bat and then press the button 
on the wall. Go back to the track and 
enter the first door to collect a 
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attempting these next few jumps. Face 
outwards and run-jump over to the 
ledge on the left. Carefully jump into the 
hole and go around to the left. Pick up 
the Shotgun Shell and Flares. Turn 
around and jump across the gap. Go 
around the corner and stop. Hop 
backwards onto the slope and grab the 
edge. Climb up and backflip, twist in the 
air and grab the ledge. Climb up and go 
through the door. Slide down and you'll 
drop a long way into the water below. 
Swim through the tunnel, going with the 
current, to the end. 

Climb out, pick up the Harpoons and 
then dive back in. Head straight along 



the other tunnel and pull the lever at 
the end. Go back a short way through 
the tunnel and in through the trapdoor. 
Vault up and press the button. Go back 
into the water and through the side 
door just along the tunnel. When you .. 
reach the next area, go to the left and 
climb out at the end. Jump onto the 
crates and kill the guard. Jump across 
and pick up the Boiler Room Key from ^ 
his body and the Harpoons on the crate."" 
Jump back over the water and go to the 
far left corner. Vault into the opening 
and then go through the gap on the 
right at the end. Collect the Savegame 
Crystal and save your game here. Climb 
out and go straight ahead. Kill the 
guard at the end and jump into the 
water below. Swim a short way into the 
tunnel, avoid the harpoons and wait for 
the skin diver to approach. Swim back 
up to the surface and climb out. Shoot 
the diver when he finally swims out of 
the tunnel. Go back into the 
underwater tunnel and swim along until 
you meet an alligator. Quickly turn 
around and swim back with the 
alligator in tow. Climb out again at the 
end and take out the beast from the 
water’s edge. 

.Underwater Arcliways 

Go back through the tunnel and into 
the open area. Swim through the top 
left archway in the wall to the right, 
and up to the surface {see map). If 
you wish, collect the Underwater 
Propulsion Unit next to the dead 
diver in the adjacent room. Swim 
back into the main room and go 
through the lower left archway in the 
wall to the left. Pull the lever and go 
back to get air. Swim out again and 
go through the top right archway in 
the wall to the left. Pull the lever at 





the far end and go back once more entered this room. Go through the 

for air. Swim into the main room and red coloured arch (exit 2) opposite 

go through the top right archway in the first exit archway (exit 1) and 
the wall opposite and collect the swim up to the very top. Climb out 

Savegame Crystal. When you pull the and pick up the Large Medipack and 

lever around the corner you'll release then cross to the other side of the 
two more divers. Use the same water. Face the swinging beams and 

'coaxing' method as before to get rid stand up against the wall on the 

of these guys. Save your game and left. Standing-jump to the first 

then re-enter the main room. Head ledge when the beam swings right, 

through the top-right archway In the quickly ducking to avoid getting hit. 
wall opposite (exit I). Go through the Stand on the edge of the ledge and 
trapdoor to the right and swim to run-jump to the other ledge, taking 

the surface high above. care to avoid the beams. Run-jump 

Climb out and jump into the water over to the last ledge and then jump 

below the fire. Pull the lever to turn into the passage at the end. 

off the fire and climb out again. Run- Jump up into the venting to the 

jump across the ledges to the far side left as you enter the passage, 

of the room. Go through the venting Follow the vent until you reach a 

and you'll find three crushers. Get deep shaft. Save your game and 

close to the first crusher and run then run-jump and grab the gap on 

under when it rises. Do the same for the opposite side of the shaft. Drop 

the other two and vault onto the step. to the gap below and climb in. 

Run to the end of the path and face Follow the vent to the end. jump 

the waterfall. Run-jump and grab the across the shaft and grab the gap 
mesh above the waterfall. Monkey on the other side. Climb in and 

swing to the gap in the wall by the follow the vent all the way and 

waterfall, release and then grab the you'll find Miss Lee. 



gap. Climb through and use the Boiler 
Room Key In the lock. Go through the 
door, collect the Savegame Crystal 
and press the button. Save your game 
and climb out. 

Dive down and go back into the 
large room. On the way. you'll 
encounter a few more divers and 
another alligator The water has 
now risen so you can't get ai^ as 
before, if voo njeJ oir go back along 
the tunnel where you very first 


lara Sofi^ 

When Lara climbs out of the vent 
she finds Sofia Lee sat in her office. 
Sofia tries to convince Lara to join 
her. but Lara has none of It. Our 
heroine tells of the failed test 
subjects she met in the 
underground and that she wants 
the artefact which Sofia has in her 
possession. Sofia grabs the artefact 
and legs it. 



City 

Lara has to take on Sofia, but the 
odds are stacked against her. Sofia 
has a trident which she uses as a 
powerful weapon. The level starts 
with you in her office. Go through 
the door and you’ll see Sofia on the 
other building. Don’t waste ammo 
shooting at her because she's 
Invulnerable to your bullets. 

When you first enter the outside 
area, you’ll see a shallow ramp In front 
of you. Climb the step at the top. 
Monkey swing to the platform behind 
whilst keeping an eye on your energy. 
Drop off at the end and climb on top 
of the platform you’ve just been 
swinging from. Run to the right and 
press the button. Go back, picking up 
the Small Medipack and climb up 
through the trapdoor. Vault onto the 
ledge and run to the right, picking up 
another Small Medipack as you go. 
Jump and grab the wall and then climb 
up. Crawl through the gap and stand 
up. Turn around and hog-onto the 
ledge. Run-jump straight ahead to 
land on the platform further along. 
Shoot the fusebox on the watt to 
electrify the metal bridge to kill Sofia. 
DON’T cross the bridge, but run-jump 
back over the gap to the other ledge 
again. From here, jump across to the 
other building, go left along the path 
and up onto the first step. Go up to 
the right and follow the concrete 
path, jump down and you'll find a 
switch. Push this to turn off the 
electricity. Collect the Eye of Isis from 
the bridge and you're out of there. 
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Solution 



After her attempted break in. Lara 
finds herself in a locked cell with all 
her items confiscated. The first task 
is to get her out. 

Hop onto the window ledge and a 
Military Policeman will come through the 
door - run past him to get out. Press the 
switches on the left to open the other 
cells to free the prisoners - these guys 
will kill the MP for you. Cross the bridge 
and free the other prisoners. Enter the 
cell at the end of the walkway. Jump Into 
the opening above the sink and push the 
block forward. Crawl through the gap on 
the left and push the next Wock forward. 
Now push the block on your right to 
reveal a ledge up above. Follow the path 
to the end. taking care through the 
barbed wire. Hit the switch at the end 
and vault onto the ledge to the left Hop 
off and grab the edge so that you hang 
above the open trapdoor. Climb down the 
ladder and go to the left part way down. 
Drop into the opening and follow the 
passage until you fall through a trapdoor. 
Quickly jump back up and continue along. 
Drop through the trapdoor at the end 
and flick the switch in the computer 
area. This will release the prisoners, 
who'll kill the MP nearby. Find the body 
and pick up the Keycard Type A. Use this 
to open the large gate to Bay D. 


Go straight ahead and turn left at the 
end. Enter the room {push the button to 
open the door) and go through the door 
in the corner. In this room, move the 
block so that you can climb into the 
ceiling (use our map). Press the switch 
and go back into the room below which Is 
now flooded. Swim through the other 
hole In the ceiling in the far corner and 
climb out. Carefully walk towards the 
light and jump over the gap above the 
cooker. Go to the far end of the roof and 
drop into the hole, hit the switch around 
to the left and then go back to the 
cooker. Drop into the kitchen and collect 
the Small Medi Pack from the ledge 
opposite. Open the door and go outside. 
Open the two doors here and run back to 
the entrance to Bay D so the prisoners 
can kill the MP. Collect the Small Medi 
Pack from his body and go back to the 
kitchen area. Enter the green coloured 
room and press the button to lift the 
barriers In the kitchen. Save your game 
here then climb up to the fans and collect 
the Savegame Crystal. Slide down the 
centre of the slope backwards, grab the 
edge, then shimmy left and drop down. 
Vault up and go through to the ladder, 
climb up and go to the left. Drop onto the 





ledge and a prisoner above you will open a 
trapdoor. Climb the ladder to reach Bay E. 


Go to the right at the end of the corridor 
and climb up the wall to the top. Wait for 
the MP to walk across the top before 
running up and to the right. Go past the 
crate and around to the left, drop down 
the steps and push the button. Follow 
the prisoner and he'll kill the MP - collect 
the Keycard Type B from his body. Open 
the door along to the right of the crate 
then collect the Small Medi Pack and Uzi 
Clips. Press the switch on the wall and go 
out and past the crate again. Go right 
and climb down the ladder around the 
corner. Go to the left and open the door 
on the left - two prisoners will run out 
and kill an MP in the yard outside. Collect 
the Yellow Security Pass from the dead 
body of the MP and open the doorway at 
the far end of the yard. Follow the 
passage until you reach a slope, crawl 
through the gap to the right and hit the 
switch at the end to turn on the laser. 
Catch the MP in the laser to kill him. 

Avoid the laser and go through the door 
to the satellite dish. 



the Flares and Small Medi Pack then 
swim to the surface avoiding the lasers. 
Climb out. jump over the lasers and 
enter the next water passage. Crawl 
through the gap to reach the next area. 


Vault up onto the crates to the left and 
you'll find a door on the other side. Enter 
the door and pick up a Large Medi Pack, 
Pistols and the Desert Eagle with its 
clips. Go back out and you'll find that an 
automatic gun has been activated. Avoid 
the lasers and go back to the main room. 
Head up to the right and kill all of the 
MPs and pick up the Blue Security Pass 
that one of them drops. Climb the ladder 
at the top of the slope and use the pass 


in the unit around the corner. Enter the 
door here and kill the MP. Press both of 
the buttons on the wall and go back 
down the ladder. Kill the MP and the dog 
then head down the slope. Vault onto the 
crate in the main room and climb to the 
ledge above. Grab the mesh above and 
monkey swing to the centre of the room 
then over to the right. Climb up to the 
area above and shoot the MP. Pick up the 
Yellow Security Pass he drops and the 
Savegame Crystal from the far side. Go 
back down to the room below and use 
the Yellow Security Pass to open the 
large gate. Head into the next area and 
kill the MP In the yard then enter the 
warehouse. Kill the MP here and get Into 
the back of the truck. 



Go up the steps and around to the far 
side, drop onto the small ledge below 
the walkway and jump up into the 
opening. Drop into the control room, 
press the button to move the dish. Exit 
the room and head back to the dish. Go 
up to the dish then save your game. 
Drop into the water below and make 
your way back to the surface, but don’t 
stray too close to the central hole. 

Climb onto the small ledge and jump 
up to the slope to your right. Jump 
across the ledges around the edge to 
reach the small gap on the far side. 
Follow the passage and hit the switch at 
the end. Go back to the water, dive In 
then swim through the tunnel in the 
corner. Collect the Small Medi Pack then 
crawl through the narrow gap at the 
end. Climb out when the MP goes to the 
left and run to the right. Go through 
the door and close It. Climb the ladder 
and go to the opposite side of the dish 
then climb the ladder. Go right and climb 
Into the gap by the door, pick up the 
Yellow Security Pass and go back to the 
dish and climb down the first ladder. Go 
along the passage, away from the door, 
and use the Yellow Security Pass in the 
switch unit. Go back up to the dish and 
drop into the water. Swim through the 
central opening at the bottom and 
collect the Savegame Crystal. Open the 
door at the end using the lever, collect 
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Area 51 is well known for being a high 
security military base which has 
birthed many rumours. Lara's about 
to find out if they are true. 

Climb over the crate to the left as 
you exit the truck and collect the Small 
Medi Pack. You’ll be attacked by a lone 
MP. so be prepared. Go to the left and 
enter the small room at the end then 
pick up the MP5 and Desert Eagle Clips. 
Exit the room and hit the button 
around the corner. Climb through the 
gap and head to the right, avoiding the 
laser. Climb up the ladder and crawl 
through the hole. Ouickly kill the MP to 
the right. If the lasers have been 
activated, crawl under the first three 
and go through the passage to the 
right. If the lasers aren't active then go 
through the doorway at the end. Go 
through this small room, avoiding the 
lasers. Shoot the MP at the far end and 
enter the room on the right. Pick up 
the Harpoons. Rocket and Grenades. Go 
back to the hallway and turn right. 

Flick the switch by the gate and drop 
through the door. Shoot the MP in the 
area to the left. Collect the Grenade 
Launcher from the gap just left of the 
trapdoor and then drop into the pit 
surrounding the main building. Hit the 
switch and drop through the trapdoor 
in the corner. Kill the MP and crawl 
through the gap. Collect the MP5 Clips 
on the right and drop through the 
trapdoor. Kill the MP in the corridor 
then go towards the blue end and crawl 
through the gap on the left. Pick up 
the Large Medi Pack and continue. Go 
to the left and around the corner, kill 
the MP and press the button at the far 
end. Go back and to the left, the doors 
in front of you will close and the ones 
either side will open. Kill the MPs and go 


through the left-hand set of doors. 

Flick the switch and go to the other 
side. Crawl through the gap and kill the 
MP as you run up the slope. 

'Itfissile Site 

Go to the right at the split and kill the 
MP on the other side of the large 
missile. Drop down and climb up the 
ladder to collect the Code Clearance 
Disk from his body. Go back to the 
spit and take the other route. Go to 
the far side of the room avoiding the 
green lasers. Use the Code Clearance 
Disk in the computer on the right to 
hoist the missiles. Stand on the 
conveyor below the missiles and jump 
over to the ladder on the wall. Kill the 
MP in the far corner and go across to 
get the Hanger Access Key from him. 
Head back to the large missile and go 
through the passage at the bottom. 

Go past the hole in the floor and use 
the Hanger Access Key in the unit 
around the corner. Enter the door and 
shoot the MP to the left before he 
notices you. Drop down to where he 
was stood and go to the left. Climb up 
the ladder and press the button at the 
top. Climb back down and crawl under 
the rail then head back up the tunnel. 
Climb up the ladder on the right then 



pick up the Shotgun. From here jump 
onto the monorail train. Walk to the 
front and jump up to the ledge above. 
Stop when you reach the second 
section of grilled floor and save your 
game. Jump up and monkey swing 
across. Make sure you avoid the lasers 
and drop back onto the floor. Drop 
down on at the end and jump over the 
electric rail. Run up the slope over to 
the left and kill the MP on the way up 
and at the top. Carefully jump over 
the green lasers and go around the 
corner. Vault over the crates and 
enter the room on the other side. 

Ilte Poubl# Boors 

Quickly kill the MP and then climb on 
to the control desk in the middle of 
the room. Jump up to the walkway on 
the left, press the button to open the 
door. You have to do the same on the 
other side of the room to open the 
other door then quickly run in. The 
first time you press each button an 
MP will appear in the room below. Once 
in the next room kill the MP and then 
hit all five switches. Exit through the 
small door to land back in the 
previous room. 

Blast off 

Go back out and over the crates then 
enter the hanger through the doors on 
the right. Push the button next to the 
ladder and climb up to the top. Back- 
flip to the ledge behind you and turn 
around then save your game. Jump 
across the sloping sections (go around 


to the right) to reach the platform to 
the left. Drop onto the UFO and pick up 
the Launch Code Pass. Drop down off 
the UFO and head all the way back 
towards the large missile again. Drop 
down the hole you reach just before 
the missile. Use the switch to open the 
door at the end then go around to the 
right. Use the Launch Code Pass in the 
unit on the left and then go around 
the corner. Press the button and 
quickly run through the door behind 
you and up to the far wall. When the 
missile has taken off. go back to the 
room It was in and climb to the very 
top. Kill the MP and hit the switch to 
open the door. Crawl through the gap 
and jump over the laser unit and 
continue through. When you get 
outside, kill the MP on the tower then 
shoot the one on the ground. Go to the 
right and kill the MP in the small room 
- pick up the Code Clearance Disk from 
his body. Hit the switch here and go 
back Into the yard and drop through 
the open trapdoor. Avoid the laser and 
climb down the wall at the end. Head 
left at the bottom and make your way 
to the UFO again. 

Go Into the room behind the UFO 
and use the Code Clearance Disk In 
the computer on the left. Enter the 
door to the room behind you and 
collect the Savegame Crystal. Go 
back to the main hanger and jump up 
Inside the UFO. Climb up again and kill 
the MP. Climb up to the next part and 
quickly pick up Element 115 to finish 
this adventure. 












I Solution 
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here and turn the handle attached to 
the rope. Go back to the village and 
turn right as you enter. Collect the 
Savegame Crystal in the corner and 
then go around the other side of the 
hut you’re stood next to. This will lead 
you to the trapdoors you’ve just raised. 
Go across the trapdoors and into 
another part of the village, head left 
and vault onto the rock to the right of 
the wooden ladder. Enter the hut in 
front of you, (the door is round to the 
right), and you'll find another handle. 
Turn the handle and kill the tribesman 
that appears behind you. Go back out 
and climb the wooden ladder, run-jump 
from the window at the top to reach 
the ledge around to the left. (Hint: 
press left in mid-air to turn whilst 
jumping). Go into the passage and go 
right. Kill the tribesman making sure 
he doesn’t push you into the fire. Jump 
from the opening onto the nearby hut 
and then to the other hut beyond. 

Jump onto the thatched part of the 
roof and grab hold of the tree branch 
above. Monkey swing across the spikes 
and drop off at the very end. Run 
across the roof to the next hut and 
then jump into the hut to the right. 
Press the switch on the far wall (you 
might need to use a flare to see it) and 
quickly turn around and kill the 
tribesman. Go back to the passage 
with the fire and save your game. Jump 
onto the metal platform to reach the 
far end. Press the button and kill the 
tribesman that appears, ignore the 
second switch and head down the 
passage opposite. Avoid the circular 
blades and sprint to the end. Turn the 
handle and drop out of the window. Go 
around to the right and jump into the 
pool at the base of the waterfall. Swim 
through the trapdoor and to the end of 
the passage - be quick as there’s a 
croc down here. Climb the ladder and 
continue until you reach the end. Jump 
across to the balcony and enter the 
hut to find an injured man... 
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to the left, quickly jump off at the 
bottom to land on the next ledge along. 
Run-jump over the spikes and grab the 
wooden ladder, quickly climb to the top 
and shoot the tribesman to the right. 
Drop off backwards and grab the top 
of the ladder, now shimmy to the left 
and collect the Savegame Crystal. Run 
off the end of the platform and land on 
the ledge below, shimmy left along the 
edge of this ledge. Jump to the next 
ledge and enter the passage. 


Cross the rope bridge and enter the 
building on the other side. Kill the 
tribesman and then CRAWL around to 
the left. When you enter the large hall, 
go around to the right and press the 
switch to shut the window - this 
deactivates the traps in this half of 
the room. Collect the Large Medi Pack 
and jump across to the far side. 
Collecting the Savegame Crystal will 
activate poison darts, so be careful. 
Slide down the slope here to the 
village outside. 


Lara starts her Pacific adventure 
swimming in a tropical blue lagoon. 
There's no time to top up her tan 
though, ’cause there's artefacts to find. 

As soon as you start the level, head 
to the immediate right and swim into 
the small cove. Dive down and collect 
the Smuggler's Key from the square 
platform on the sea bed. Swim out of 
the cove and head for the shore. Go 
along the shoreline to the left and 
you’ll come across a hut in the cliff 
side. Enter the hut and use the 
Smuggler’s Key In the lock to open the 
trapdoor in the floor. Drop down and 
collect the Savegame Crystal. Carefully 
walk forward and four spikes will shoot 
out of the wall - crawl under these and 
continue. Shoot the crocodiles and 
tribesman up above with your pistols 
(to save ammo) and then jump across 
the platforms in front of you. Monkey 
swing across the water (using the 
vines overhead) and drop down on the 
far side. Jump across to the right and 
follow the ledge along. Vault up onto 
the next ledge up and run-jump to the 
green platform behind you. From here, 
monkey swing all the way to the right 
and drop onto the bridge. Go across the 
bridge and jump onto the sloping ledge 


Save your game and go straight ahead 
through the village killing any 
tribesmen you meet. Go between the 
rock face and the hut and you’ll come 
to a large area of quicksand. Jump onto 
the rock to the left to reach the end of 
the brick building. Kill the tribesman 














Lara now has to cross the swamp - 
use the map to find out which 
leaves to jump on to. The correct 
leaves are solid and you won't sink. 
Once across the swamp, head down 
into the small misty basin. When you 
get near the bottom, a small 
dinosaur will come running at you - 
make this chap extinct quickly to 
avoid injury. Go along to the right 
and enter the cave. Climb up the 
rocks and drop down in the other 
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couple more dinosaurs. Climb up the 
rocks to the right then shin up the 
vine covered wall. Backflip onto the 
slope behind you and almost 
immediately jump to the tree 
branch. Quickly kill the dinosaur 
before he knocks you off. Jump onto 
the sloping ledge again and grab the 
edge of it. Shimmy to the right and q 
climb up. jump onto the small ledge 
to the right and then up onto the 
tree branch on your right. Collect 
the Savegame Crystal and save your 
progress. Jump back onto the 
branch and kill the dinosaur on the 
other side of the tree. Shoot the 
dinosaur hanging on the chain so 
that it drops into the water below. 
Whilst the piranhas are busy 
chewing on the carcass, dive into 
the river and pull the lever nearby. 
Climb out of the river by the temple 
entrance. Kill the dinosaur and head 
through the gate. 


As you enter the first dark room you’ll 
be greeted by another dinosaur, so keep 
your gun drawn. There are three levers 
in this room - pull each one and kill the 
dinosaurs that you release. Jump onto 
the block and climb up to the room 
above. Pick up Lt. Tuckerman’s Key 
from his dead body In the corner. Now 
go back to the plane area. 

Go Into the passage to the left of 
the plane and pick up the Desert 
Eagle Clips. Go Into the room at the 
end and you’ll find more Desert 
Eagle Clips and a Large Medi Pack. 

Kill the small green dinosaurs If they 
attack you. Pull the two levers in 
the alcoves on the left- and right- 
hand side of the room and then go 
back outside. 

lyrannasaurys- Rex 

Go towards the front of the plane 
and drop into the passage through 
the opening in the rock face. When 
you reach a large cavern you’ll find a 
soldier and two dinosaurs. Help him 
kill the dinosaurs then slide down 
slope. Kill the little green dinos then 
pick up Commander Bishop’s Key 
from the nest at the far end of the 
cavern. You’ll now have to face the 
rather large T-Rex that appears at 
the other end. Keep moving and 
avoid his jaws, as they will kill you 
instantly. Head for the far end of 
the cavern and pull the lever in the 
alcove at the base of the slope. Go 
back towards the nest and you’ll 
find another lever on the left - pull 
this and go back to the first lever. 
Go left up the steps and kill the 
smaller dinosaur to save the soldier 
again. The soldier will then run down 
and attack the T-Rex - stand at the 
top of the slope and help him kill It. 
When you've finished, go back 
outside to the plane. 


Go around the front of the plane 
and round to the other side. Go 
towards the rear of the plane and 
you’ll find a dark corner to the left. 
Climb onto the small, grey triangular 
platform and jump onto the ledge 
above It. Monkey swing, parallel with 
the plane, from the tree branch 
above (It has metal loops In it). Go 
around and climb up the tree trunk 
and monkey swing again. Drop down 
when you reach the end and stand 
above the vertical gap in the rock. 
Climb down the rock-face here and 
shimmy across the bottom to the 
left. Climb up and crawl through the 
gap. Use the platform so you can 
monkey swing from the ceiling. Stop 
just before entering the next room 
and drop down. 


Drop to the ledge below and pull the 
lever situated around the corner. Climb 
back up and monkey swing across the 
room and climb into the opening. Pull 
the lever here and then jump onto the 
central platform to collect the 
Savegame Crystal. Save your game 
then jump over to the first lever and 
pull it again. Climb up and monkey swing 
across the room but go to the left this 
time and keep moving until you reach 
the red grill. Climb down the wall, just 
before the grill, until you reach the 
bottom. Backflip off and pull the lever 
In this small area. Jump back onto the 
wall and climb up to the right into the 
gap. From here you have to run-jump to 
the slope beneath the second switch 
then jump to the platform where the 
Savegame Crystal was. Once you’re 
there you can jump across and climb up 
so that you can monkey swing all the 
way round and back outside. Run-jump 
to the tree branch in front of you and 
run across the wing of the plane to 
reach the hole on its roof. 

s'a&sdf'- 

Jump Into the plane and enter the 
cockpit, use Commander Bishop’s Key 
and Lt. Tuckerman’s Key in the two 
locks. Go towards the rear of the 
plane and drop into the cargo hold 
below. Go back to the front and flick 
the switch to move the gun turret. Go 
out the rear of the plane and use the 
turret to kill the many dinosaurs that 
attack you. After the onslaught, shoot 
the gun at the far left-hand corner to 
break the wall. Go over to the wing to 
your left and jump off the end to 
reach the far side. Go into the right- 
hand section and pick up the Large 
Medi Pack and the Savegame Crystal. 
Don’t save your game, but go Into the 
other section to find a curious 
engraving. The gorge is home to a 
raging river with white rapids and 
breathtaking waterfalls. These waters 
will give Lara the chance to test out her 
kayaking skills. 


Side. Here you II tind the crashed 
plane and another dinosaur to kill. 


Clashed Plane 

Go around the front of the plane and 
down to the rear. Here you’ll see two 
soldiers fighting off some dinosaurs. 
Run down and help them out. but 
don’t kill the soldiers because 
they’re on your side. Go through the 
passage to the right of the bridge 
andjou’ll find more soldiers with a 




















I Solution 



You start on the bank of the river near a 
drawbridge. Go to the far end and kill the 
two green lizards ~ watch out as their 
breath is poisonous. Go to the left and 
stand on the river bank. From here you 
can see a rock in the middle of the river. 
Climb down the ledges by the bank and 
jump onto the rock. Jump to the far side 
of the river and shimmy to the right 
then climb up. Make your way along the 
bank, going upstream until you reach a 
button just beyond the drawbridge. 

Press the button and return to where 


- this is to avoid the red rope which 
activates spikes, which hurt! Take the 
left-hand route down the steep 
waterfall and into the pool around the 
corner. When you enter the pool, go to 
the left and paddle up the rapids on the 
left. You now enter a pool with a large 
stone on a chain stuck in the middle. Go 
up the passage to the far left and 
paddle up to the quiet pool. There's a 
croc In here, so when you get out of the 
kayak you have to quickly swim to the 
shore. Kill the green lizard and the croc. 


further. Save your game here. Enter 
the dark passage and climb down the 
wall to the bottom of the pit. 

Run up to the step and crouch to 
avoid the oncoming boulder - do the 
same for the next and go into the 
next room. Run across the bridge 
and quickly jump into the passage on 
the left to avoid another boulder 
coming from behind. Do a standing 
jump over the fire and crouch by the 
step up ahead to avoid the next 
boulder. Go to the top of the slope to 
rejoin the river again. Run-jump to 
the ledge to the right then climb up 
the wall. Go as far left as you can go 
and drop onto the ledge. Crawl 
through the gap and jump to the 
rock in the river. Jump to the central 
Island then over to the start of the 
death slide. Use the slide to reach 
the small room at the end. Climb the 
faces on the wall to reach the area 
■ above. Go around to the left and pull 
the lever - a lizard will appear behind 
you. Go back round and follow the 
dark passage. Shoot the lizard at the 
end and go down to the right. Slide 
down and you'll end up back at your 
kayak. Climb into the kayak and head 
back out to the rapids. 

Through th& Whtrljiool 

Enter the whirlpool to land in a calm 
pool below. Go towards the area with 
the red gate and climb out of the 
kayak. Quickly swim to shore and 
climb up so you can kill the crocodiles 
in the water. Dive back In and swim 
under the gate and pull the lever. 

Swim back up and enter the gate to 
reach the temple. 


As soon as you enter the temple you’ll 
be attacked by tribesmen. Walk 
forward and shoot the two dart- 
chuckers on the right. Keep your gun 
drawn and head up the steps, shoot the 
tribesman higher up then climb the big 
steps. You'll meet another tribesman a 
little further ahead. Climb through the 
gap at the very top of the steps and 
pick up the Small Medi Pack at the end. 


When the wheels roll past to the 
left, slide down and head right. 
Press the button on the stone face 
and turn around. When the wheels 
roll back towards you, jump over 
them and go to the opposite end. 
Push the button on the stone face 
here - keep repeating this until all 
four buttons have been pressed. 
Collect the Savegame Crystal and 
go through the open door to reach 
safety. Climb over the step and 
slide down to the room below. 
Ignore the levers and pull the dark 
coloured block out to stop the 
ceiling. Now pull the levers to open 
the door. Go down the passage and 
drop into the hole. 


Enter the tunnel and go to the left 
towards the boulder - here you'll find 
a lever. Pull the lever and turn around, 
sprint through the gate at the end 
and turn right. Once you get under the 
arch you'll be safe. Crawl back under 
the boulder to get the Savegame 
Crystal if you missed it. 

You’ll now be back at the start, 
but three tribesmen have appeared 
- two to the left and one to the 
right. Kill these guys and head 
around to the right. Save your game 
then slide down the slope into the 
throne room. As you approach the 
throne it will spin round to reveal 
the boss sat in it. 


you started. Go into the dark section 
under the stone building and climb up 
inside. Pick up the Grenades, Uzi Clips 
and Small Medi Pack, then drop down the 
other hole into the water below. 

lliS' tapids 

Climb into the Kayak and gentle paddle 
out onto the river. Go with the flow to 
start with and try to collect the 
Savegame Crystal a little way down. 
When you reach the calmer water you’ll 
find a set of blades blocking your path - 
paddle through the green rope beneath 
the small waterfall to deactivate them. 
Go down the next section of white 
water and go to the right - you’ll have 
to paddle like crazy against the current. 
When you enter the cave, go down the 
right-hand side until you reach the next 
set of rapids. Go across to the left then 
back to the right and once more to left 



If you wish. 

Follow the ledge and you’ll end up 
facing the pool with the large stone. 
Jump outwards and grab the ceiling, 
monkey swing ail the way to the end. 
dodging the fire on the way. Drop 
down when you can go no further and 
run-jump to the platform on the 
opposite side of the river. Go through 
into the passage, collect the Rocket 
and continue. When you rejoin the 
river, go along the shore towards the 
waterfall, climb up the wall on the 
right and drop onto the ledge. Monkey 
swing from here out across the water. 
- again watch out for the fire. Drop 
down at the end and head left, 
upstream. Jump over to the ledge with 
the blade on It and then run-jump 
back across the river and grab the 
wall. Climb all the way up to the left ^ 
and drop down when you can go no 
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After her ordeal with the helicopter 
Lara finds her way to an icy cove with 
a stranded ship. 

Jump to the platform to the left 
then run-jump to the shore. Go to 
the far end, past the hut. and jump 
into the water. Note that when you 
are in the water an exposure bar 
will appear, and when this has 
depleted you will start losing 
energy. This limits the amount of 
time you can spend in the water, 
and you also have to get out of the 
water to recover. 

Quickly swim to the next section 
of shore and get out. Go as far as 
you can and then swim to the shore 
next to the bow of the ship. Climb 
up the ledges to the top of the cliff 
and monkey swing across towards 
the ship. Drop down onto the ledge 


below, when you can go no further, 
then jump across to the ship's deck. 


Drop through the hole in the deck 
and head down the slope - a crew 
member will attack you at the 
bottom. Go around to the right and 
into the generator room - another 
member of the crew will attack you 
from behind as you enter. Go around 
behind the generator and pull the 
lever, turn around and drop down the 
trapdoor in front of you. Kill the guy 
you meet here and head down the 
passage. As you approach the end 
you’ll encounter another bad guy In 
the alcove on the left. Push the 
button on the wall and enter the 
door opposite. Go to the right, kill 
the chap with the gun and pick up 


the MP5 Clips. Drop through the hole 
In the floor and go to the end - 
another crew member will approach 
from behind, Climb up and press the 
button to release the dinghy outside. 
Go back to where you've just come 
from and into the room just after 
the steps. Jump up to the ledge 
above and head down the passage. 
Open the door at the end and go back 
out on deck. Jump off the stern of 
the ship and climb into the dinghy. 


Go around the stern of the ship and 
down along the side of it then 
around the bow. Go towards the 
hut. turn left and go through the 
cavern. Disembark when you reach 
the next hut and quickly kill the bad 
guy. Go to the far side of the hut 
and climb onto the platform, jump 
up and grab the metal bars above 
you. Monkey swing as far as you can 
go and drop onto the ground. Slide 
down the small slope and kill the bad 
guy then follow the passage. Watch 
out for the dog when you reach the 
next area and go through the 
doorway to the right. You’ll meet 
another dog and bad guy just as you 
go around the corner, so have your 
gun drawn. In the next area go 
around to the left of the fuel tank 
and enter the large tunnel. Kill the 
two dogs on the other side and 
enter the building in front of you. 
use the roll action to get through 
the automatic doors. Go up the 
steps and kill the two guys In the 
room above. Go to the far end of the 
floor and pick up the Crowbar in the 
small room. Go back to the fuel tank 




and drop down the hole where the 
pipe goes underground. 


In order to get the fuel flowing you 
have to open two of the four valves. 
Turn the second and fourth valves 
and you’ll hear a door opening. Go to 
the end of the passage and climb up 
to the generator room. Pull the 
lever In between the two 
generators to start them up - this 
will supply electricity to the rest of 
the buildings. 

Exit the generator room and go 
outside then head left through the 
narrow passage. Open the gate to 
the kennel and kill the dog. open the 
second gate and kill the other two 
dogs. Open the door and enter the 
building, kill the dog in the main 
room then pick up the Gate Control 
Key from the far corner. Kill the 
bad guy on the way out and go all 
the way back to the hut next to 
your dinghy. 

Use the Crowbar to break the 
plank of wood blocking the door to 
the hut, enter and use the Gate 
Control Key In the panel on the wall. 
Press the button to the left to open 
the gate. Go outside and get into 
your dinghy then go through the 
open gate. Go as far as you can In 
the dinghy and climb out onto the 
bank. Climb up to the next area and 
follow the path, taking care not to 
fall into the lift shaft. Kill the two 
blokes and head around to the rear 
of the hut. 
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Lara is still on top of the mine elevator 
at the bottom of the shaft - the only 
way to go is through the small gap in 
the shaft wall. This next section 
involves doors which open as you 
approach them - if you keep running 
you’ll just end up going in circles. Go 
through the first three doors and then 
turn around, go back the other way and 
you come to a gap on the left of the 
passage. Crawl through and climb down 
the wall to the lift below. Pick up the 
MP5 Clips and then press the button to 
open up the panel on the wall. Vault up 
and follow the short passage. When you 
drop down, don’t worry about the chap 
with the flame-thrower - he won’t 
hurt you. Go around the corner and 
enter the mine cart area. 

Go down to the lowest level and climb 
into the mine cart. After the initial 
climb you have to duck under two 
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beams and then quickly hit the lever 
to adjust the points. This will take you 
to the left - keep ducking until you 
come to a halt. Jump out of the cart 
and collect the Savegame Crystal, 
save your game then enter the tunnel 
on the opposite side of the track. 

Push the button on the left and 
quickly go through the door before it 
closes. Follow the passage as far as it 
goes and slide down into the room 
below. Go to the doorway near the end 
of the room and a large mutant will 
jump at you. These guys are pretty 
tough and will incur plenty of damage 
If you get too close. Once you’ve killed 
off the big guy. enter the doorway 
and follow the passage to the room at 
the end. Climb up the wall on the left 
to reach the corridor above. Go to the 
far door on the right and press the 
button to open it. Enter the door and 
go all the way through to the next 
room. As you approach the door It will 




open and another mutant jumps 
through, so get ready with the guns. 
Pick up the Uzi Clips and Small Medi 
Pack from the mutant’s body, then go 
through the door. Jump into the water 
by the crane then quickly swim down 
and pick up the Winch Starter. 

Go back into the nearby room 
and press the button to the left of 
the gap where you first entered. Yet 
another mutant comes through the 
open door for you to kill. Go down 
the passage and through the door at 
the end. now jump the gap and open 
the door on the left. Climb back into 
the mine cart and set off. Duck 
under the beam and immediately 
slam on the brake to get round the 
next corner safely. Hit the points 
lever at the top of the next slope so 
that you go straight ahead and 
collect a Savegame Crystal. After 
the next corner you’ll be back at the 
start of the ride. 


Hop into the mine cart on the middle 
level. After the first climb you’ll 
immediately head down and across a 
gap. Keep your speed up to clear the 
gap and only brake for the next two 
small slopes. Release the brake for 
the slope just before the left-hand 
bend and you’ll have enough speed for 
the following jump. Hit the next lever 
to stop the cart and jump out. Collect 
the Savegame Crystal and enter the 
passage. Carefully avoid the drills and 
head round to the left. Save your 
game here. Make sure you have full 
energy then slide down the slope 
backwards and grab the edge, let go 
and drop to the ledge below (you will 
lose some energy). Stand with your 
back to the edge and go to the far 
right, hop backwards and grab the 
edge. Drop down and go to the far 
end of the ledge, drop onto the 
sloping section so that you slide 
backwards. Grab the edge and drop 
to the small ledge below. Grab hold of 
the crack to the left and shimmy as 
far as you can go to the left. Drop 
and grab the crack further down 
then shimmy back to the right and 


drop down. Jump up and grab the 
crack to the left and shimmy across 
to the left. Climb into the gap and kill 
the legless mutant. In the next area 
you’ll find a short section of walkway 
above a pool, plus a chap burning 
some more mutants. Climb onto the 
walkway and pick up the Crowbar. To 
get out of here you have to jump 
across the Icy platforms around the 
room. Start from the one nearest 
the passage where you entered the 
area and jump around in a clockwise 
direction. Save your game here. 

Climb up the wall and onto the 
ledge up above, make your way up the 
slope dodging the drills. Keep clear of 
the mining machine around the corner 
and climb the wall. Run under the two 
mining machines and continue to 
make your way through the passages. 
Eventually you’ll drop onto the mine 
cart track just along from the cart. 

Go back to the cart and get In. 

Step on the brakes until just over 
halfway down the first long slope 
then hit the lever after the right- 
hand bend. Duck to avoid the beams 
as you go back up again after the 
jump. Break once you pass under the 
third beam to make it around the 
next bend. 

Climb out of the cart and head 
for the door in the corner, use the 
Crowbar to break the plank and open 
the door. Pick up the Lead Acid 
Battery and head up to the top for 
the third and final mine cart ride. 


After the first downhill section you 
have a long climb with numerous 
beams and drills to avoid, so keep 
your head down. You’ll come to a 
halt In an area with a crane and a 
diving bell. Use the Lead Acid 
Battery and the Winch Starter on 
the crane to lower the diving bell. 
Dive Into the water and swim down 
to enter the bell from underneath. 
Collect the Large Medi Pack then 
dive back In. Swim down and 
through the passage at the bottom, 
climb out halfway along to recover. 
Pick up the Savegame Crystal along 
the way. but don’t save your game 
yet. When you reach the next area, 
cross the bridge and press the 
button next to the door on the 
other side. Go through the door to 
enter the Lost City of Tinnos. 
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Go through the door in front of you to 
enter the city, head for the far left 
corner and climb up the wall. Go through 
the passage at the top and pull the lever. 
Go back to the main room and enter the 
opening to the right of the wall you've 
just climbed. Pick up the Uli Key from the 
alcove on the right and go back out. Use 
the key In the lock at the far end of the 
room and go through the gate that 
opens. Climb the wall to reach the area 
above. Take the first left when you enter 
the corridor and step out onto the ledge. 
Go to the end, pull the lever, then go 
back. Slide down the slope on the 
opposite side of the corridor and head 
for the far side of the room. Pull the 
lever to make a ladder appear. Go 
through the large door back Into the 
main room and go through the doorway 
In the far left-hand corner of the room. 

Climb the ladder and you'll be faced 


with five buttons. You have to press 
the correct buttons to make the gate 
below open. The rule is derived from 
hunting: In other words, the animal 
depicted on either side of the button 
eats whatever Is below it. You have to 
press the buttons which relate to the 
'true' depictions, these are: 

Ox and Leaf 
Bird and Fish 
Bird and Leaf 

Go back down to the bottom of the 
room and enter the open gate. This 
takes you Into a large cavern with a 
raised stone road. The exit is at the far 
end of the cavern but the route is 
blocked by a large gap. Go as far as you 
can towards the end and you’ll see a 
Savegame Crystal to the left (watch 
out for the wasps appearing from the 
hole up above). Run-jump over to the 
ledge and collect the Savegame Crystal. 



Jump onto the flat section above the 
slope at the edge of the ledge - from 
here you can reach the platform above. 
Save your game and then run-jump to 
the top of the archway directly In front 
of the ledge. You can now drop down 
onto the road below and go through the 
opening in the rock. 

Head towards the steps and two 
large mutants will appear. These guys 
throw blue fireballs at you from a 
distance and then rush at you. Stay 
back and keep jumping to avoid the 


fireballs ~ use either the Desert Eagle 
or the MP5 to dispose of them. Head up 
the steps and carefully avoid the two 
swinging fire baskets. Turn right in the 
next room and head up the steps. You'll 
find a room with a column of light In 
the centre. On each side of this room is 
a themed area. In each area you must 
collect a mask, and you can complete 
these areas in any order you like. After 
each area you return to the lower half 
of this room, a set of steps either side 
provides access to the top section. 
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Fffe Earth 

The first room in this area consists of At the end of the initial passage you 

a lava pit and a number of platforms. enter quicksand. Go straight ahead and 

Use our map to see which platforms follow the route around. Climb out to 

to jump onto to reach the far side of the right, just a little way along from 

the room. Note: you have to be quick the symbol on the wall. Climb up here 
for the last jump. and follow the path to the end to find 

Drop through the trapdoor and the Oceanic Mask. When you pick up the 

you'll slide down to another room. mask, the place starts to shake -turn 

Here you have to jump across invisible around and head back. When you cross 

ledges avoiding flames thrown by the bridges, watch out for the rocks 

moving statues. Line up with the first falling from the ceiling. At the split, take 

ledge and run-jump when the flames the left-hand route and kill the wasp if 
stop - quickly hop backwards and you haven't already. Jump across the 

grab the edge of the ledge to avoid the lava and continue down to the bottom, 

next round of flames. When clear Run-jump across the long drop and grab 

again, climb up and run-jump and grab the ledge on the other side. Use a 

the third ledge. When clear, climb up standing jump to reach the ledge around 

and roll then hop backwards and grab to the right and then run-jump to the 
the edge. Wait for the flames and then opening in front of you. Jump onto the 

climb up and do a back-flip with a roll ladder to the right, climb down to the 

in mid air. Grab the edge by the gate bottom and make your way along the 

and climb up when clear. Hop passage. Pull the lever after the second 

backwards when the gate opens and fire basket and climb the ladder. When 
wait for the flames to stop before the trapdoor closes, go through the 

climbing up and entering the gate. gate back to the main room. 

Avoid the fire basket and collect the 
Oceanic Mask. Go through the door 
and enter the gate on the left to get 
back to the column of light. 

m " a il fin 


The easiest method is to hop off the passage on the far side of the 

backwards and grab the edge then drop room and pull the lever. Go through 

down when safe to do so. Carefully swim the gate and it’ll close behind you. 
between the second set of blades and 
down Into the passage below. When you ^ 

reach the next set of blades, head Three large, fireball lobbing mutants will 

through the left-hand hole to get some appear, one after the other, from the 
air and to pull the lever. Quickly swim out three other gates. Go into the area 
and go through the right-hand hole then behind where the third mutant came 

all the way up to the air pocket above. from and pull the lever. Go back to the 

Dive down and head through the passage large room and vault onto the grey block, 
past the water symbol, pull the lever at Jump to the platform above and head to 
the end and return. Get some air then the right. Jump the gap above the gate 

dive down and through the passage at and crawl through the gap further along, 

the other end and up to the surface. Get 

out and pick up the Oceanic Mask and L I Lf 0 1 - .a ^ a ■ a 

the Savegame Crystal. Save your game. Use a run-jump to reach the ledge on 

pull the lever and re-enter the water. the opposite side of the room - you'll 

Swim to the last underwater lever and have to time your run to miss the fire 

swim through the passage on the right basket. Crawl through the gap and pull 
of the crack. At the bottom go right and the lever then return through the gap. 
into the top or left-hand hole for air Run-jump to the ledge on your left and 

again. Go back out and swim through pull the lever through the gap. Run- 

the bottom hole and the current will jump back to the last ledge and drop 

take you. Go to the far end and dive down to the ledge in the corner. Run¬ 
down through the gap to the left. Pull jump to the other small ledge along the 

the next lever and you’ll drop through wall from here then jump into the 

the trapdoor. Go through the gate to corner in front of you. You will have a 

return to the main room. few wasps to fend off from here on in. 

Drop down to the ground and pull the 

^ ii lever just around the corner. Climb 

You have to navigate through a maze of back up until you reach the first of the 

tunnels to reach the mask here. If you two grey ledges. From here jump to the 

don’t know which way to go this is a ledge above the last lever you pulled 

nightmare. Go right as you enter the and pull the lever on the wall. Gimb all 

maze and straight ahead at the first and the way back to the top and crawl 

second branch. Go right then through the gap to the very first lever 

immediately left and go to the end of the you pulled. Pull it and return to the 
long straight section of tunnel. Go main room. Drop down to the right and 

around the corner and turn right which jump to the nearby grey ledge a little 

leads to the bottom of a slope. Climb way along the wall. Stand In the middle 

onto the step to the left at the top of of the ledge and do a standing jump to 

the slope. Take a few steps up the slope the grey ledge further along the wall, 

and a spiked barrel will roll down. Quickly Monkey swing across the room and pull 
jump to the other side to avoid it and the lever In the alcove. Turn around and 

then jump back as the other barrel rolls jump to the ledge to the left then climb 

down. Go up further and do the same onto the bridge. Vault onto the block to 

thing with the other two barrels. Go to the right and pull the lever at the end 

the top and pick up the Oceanic Mask of the passage. Jump from the block to 

then enter the door. Drop into the the nearby ledge, now make you way 

water, swim through the passage and back down to the bottom of the room 

climb out. Go through the gate on the and go through the open door, 

right to return to the main area. Go around to the right and go right 

again - here you’ll find the Uli Key. 

Thff Four M^skS Now go to the far left-hand comer of 

Once you have all of the oceanic the main room and climb the ladder, 

masks, place them in the holders Drop onto the ledge to the left and 

surrounding the column of light. Head pull the lever. Use the Uli Key in the 

back up to the top of the room and go lock and go through the gate. Drop 

back down the steps to the right of down the hole where the light column 

the 'Earth' doorway. Go through to was and slide down the slope. 



Water 

You have to reach the water below 
without getting caught by the blades. 
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have to be quick as the doc will 
recover pretty quickly. Keep doing 
this until you have all four 
artefacts, then shoot him a few 
more times to finish him off for 
good. If you have a Savegame ^ 
Crystal then save your game. | 


Above the cavern Is the ledge 
where you entered before the fight. 
Run-jump and grab the wall below 
the ledge and climb to the top. 
Back-flip from the face to land on 
the arm behind you. From here run- 
jump to the ledge. Enter the 
passage and go to the left and onto 
the end. When you get back to the 
cavern, monkey swing to the ledge 
on the left. Run-jump to the next 
ledge and climb up. Run-jump to 
the final ledge and climb out of the 
cavern. Run past the red light and 
down into the tunnel - slide to the 
bottom. Shoot any guys you meet 
here and go straight ahead, press 
the button on the wall to the left 
and then go between the two 
buildings. This will take you around 
to a helicopter. When it lands, go 
through the gate and witness the 
end sequence. 






YOU SHnULD BE SAFE FROM TOO MUCH DAMiBt THt CWERN HAS A CIRCULAR PATH WITH FDUR BRANCHES _ 
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Despite Dr Willard’s new form he 
doesn't pose too much of a threat. 
The cavern has a circular path with 
four branches leading away from 
the centre, keep running around 
the circular path to keep away 
from the doctor then stop and 
shoot him from the opposite side of 
the central pool. By far the best 
weapon to use is the Desert Eagle, 
as this has lots of power and can be 
fired quickly. 

Basically you have to pick up 
the artefacts positioned around 
the edge of the cavern and then 
kill the doctor. To safely pick up 
each artefact you first have to 
shoot the doctor until he falls - 
with the Desert Eagle this will take 
exactly ten hits. When he goes 
down, quickly run down one of the 
paths and pick up an artefact. You 
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PONT BUG ME. MAN 




Wanna know what’s been bugging me this month? 

The clue’s in the question, as they say, and I for one am tired of 
getting taken for a mug. Let me ask you a question... 


B . ug. Was there ever a more 
' depressing word? Bugs are, 
and have always been, the 
bane of the games Industry. They've 
always been there from the very 
earliest days of video gaming, and now 
we've arrived at the sorry state of 
affairs where we've actually grown to 
accept them. Why? If you buy a faulty 
item, you return it. A CD that skips on 
one particular track won’t be 
tolerated, and neither will a teacup 
with a chip In the enamel. Anyone who 
goes out and spends in excess of £30 
or 640 on a consumer product has the 
right to expect it to be In perfect 
working order when they unwrap it, 
yet for someone reason the rule 
seems to stop at games. 

One of the most famous early bugs 
was the one in Jet Set Willy on the 
Spectrum. After hours of slog getting 
to the end. it couldn’t actually be ^ 
completed due to a bug on the very 
last screen. Still, at least you could 
put It down to teething troubles of a 
business in its infancy. Then there 
was one of the first great arcade 
conversions - the Spectrum version 
of Gauntlet. This was a great 
achievement at the time but for the 
fact It was possible to skip levels with 
a single key press (we think it was 
SYMBOL SHIFT, but no-one can quite 
remember). It ■ 
wasn’t only the 








Speccy. however. The Donkey Kong 
arcade machine had a rather handy 
bug which enabled players to gain an 
Infinite number of extra lives by 
jumping up and down in a certain spot 
on the first screen. These are some of 
the better known glitches of 
yesteryear, but as things have 
progressed, the problem has 
escalated. Elite was one of the all- 
time great games and virtually bug 
free, yet its follow-up. Frontier, which 
took years to develop, was ridden with 
problems, and the second sequel. First 
Encounters, was even worse. 

It's been downhill ever since. I'm 
afraid, to the point now where the 
thought of a bug-free game is a pipe 
dream. It’s standard practice now for 
games to come out then, a few weeks 
later, for a patch to appear to 
correct all the problems. Granted, 
software is vastly more complex 
these days, but with the armies of 
artists, programmers, sound 
specialist and dedicated QA and bug¬ 
testing teams, there’s simply no 
excuse for it. One of the most 
common and annoying is clipping 
problems. What’s the point of going 
to all the trouble of creating a 
beautiful, believable three 
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dimensional environment if the effect 
is totally spoiled by characters 
becoming embedded In objects when 
they walk by them? It's not a 
problem limited to low budget titles 
either, as a glance at Tomb Raider III 
will testify. Or how about SiNl The 
much-heralded first-person shooter 
from Activision came out despite 
being clearly unfinished. The decision 
had nothing to do with beating the 
superior Half-Life to the shelves. I’m 
sure. However, if a lot of bugs can be 
ignored. SiN's certainly can’t. For a 
start, with the original boxed version. 
If you only do a minimum install it’s 
impossible to save the game. Trying 
to access the save option just brings 
up an error message. Loading times 
between levels can be anything up to 
an excruciating two or three 
minutes, entering populated rooms 
often causes the game to lock-up 
temporarily and the level one boss’ Al 
was all wrong, meaning he'd just 
wander around and walk through 
objects at random. A colossal 19Mb 
patch was out within a fortnight 
(which, incidentally, is called vl.01 and 
can be downloaded from 
www.sinpost.comXdownloads If you’re 
interested), but if Activision had 


confidence In their game, surely they 
could have waited and put out a 
working version. Short-term 
solutions only serve to make people 
more cynical in the long run. 

Not even the greats are absolved of 
guilt. Puake//was a mess when first 
released, with none of the multiplayer 
options working properly and. again, it 
was only subsequent patches that 
rectified things. Then there's 
Civilization. If you reach 200 points or a 
population of over 200m. the graphics 
go haywire, effectively ending the 
game by rendering it unplayable. 

I could fill the rest of the 
magazine with examples, but there's 
not a lot of point. Who’s responsible? 
The blame can be laid at a lot of 
doors. Sloppy programmers, pushy 
publishers insisting games are out 
on specific dates whether they’re 
ready or not. There’s the problem of 
new hardware and software 
appearing all the time which means 
nobody ever learns how to get the 
most out of anything before It 
becomes obsolete. But mostly it 
must be down to us. the punters, for 
not kicking up more fuss. We buy the 
games and accept bugs as part and 
parcel. More fool us.Q 























I R etro Respect 


Time to don thoiirrosepti^ed spfcs, as Jon Aroussi says, i" ° 
/ I "I rem^ber"v^R^this=jfl«|^^ 2D platformers 


character) were always guaranteed a 
"'■^replay by their diverse and totally 
unpredictable range of inventive and 
rewarding bonuses and power-iSps; who 
could but wet themselves at the thrills 
of the inventively named 'secret round' 
in all its bejewelled splendour? ' 

Of course, there was more to come. 
I as Bub and Bob’s day-glo funfest 
\ moved on to the Rainbow Islands and 
^ Puzzle Bobble sequels, whilst the | 


CONTINUE 


jump 


original game was still rated cool 
enough to warrant a place in the 
PlayStation's 1995jaunch release \ 

' roster. WhiclTbrings me up to the J 
npresent day. and. naturally, thirteen ^ 
years later and I'm still playing it. \ 
courtesy of the excellent MacMame. j 
package. Will you still be playing Half- 
Life in 2009? No. you won't. 

^. Fact is. Bubble Bobble could make lOp 
last almost an hour by virtue of sheer 
piquant gameplay alone. Bubble 
pisses on all other games ever created. ■ 


n ombnaider 1111 Pah! Tedious 
nonsense involving a grossly 
deformed posh girl. Half-Lifel 
About as much fun as prostate 
surgery. I didn't get where I am today 
by running round pretending to be a 
'space marine' in some gruesome sci-fi 
dystopian scenario involving tetchy 
mutants. No. for me the only true 
adolescent escape involved a green 
dragon-type thing, trippy pink 
elephants, giant chocolate fudge cakes 


CONJINUE 


CONTINUE 


CONTINUE 
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nf JOURSE. THE ONLY WAY TO PLAY JW Mf BOO BLE IS WITH THE POWER UP CHEAT ENABLED - PRESS LEFT. JUMB OME PLAYER. LEfT. BUBBLE. OWE PLAYER AT THE STABT-UP SCMEN AND GET BUBBllNGi 
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ULTIMATE CD 


As another year begins, another ULTIMATE CD spins onto your PC. 

We have a total of fourteen playable demos for you this month, 
including Klingon Honor Guard, Asghan and Settlers III 


DEMO OF THE MONTH 

FIFA 99 


PubUsher:EA SPORTS Release: OUT NOW Controls: JOYPAO 


s’ 





C 


i 




"his is the latest FIFA game from EA, coming just a few months after their 
World Cup games. Fundamentally it’s the same as World Cup 98 but with a few 
minor changes. The full game includes all the usual and expected wealth of 
options and statistics and covers several major leagues around Europe, 
including England. Germany and Italy. Obviously with international ^ 
transfer markets being what they are, some of these stats will be /JJ 
out of date now. but then you can’t have everything I 
suppose. This is definitely the most playable and best of the 
FIFA games so far. but the major criticism is that it’s not 
really that different from previous games. 

Our demo is your chance to see for yourself just how 
much this game has changed from previous versions. Sadly it’s 
not playable, and all that’s available to you is to watch one half of 
a match between ’Manchester’ (presumably United) and the 
mighty Juventus, with commentary from Barry Davies and Mark 
Lawrenson (being his usual dour self). Unlike real life, though, it 
seems that in this demo Manchester might actually stand a chance 
of beating Juventus. Only in the stuff of dreams perhaps. ■ 









Socce 


PubUshenEA SPORTS Release: OUT NOW Controls: 


Dh 


Ihis game is a marked improvement over the original in 
every way, even ignoring the new licensing by the boy 
wonder of English football. Whereas that game suffered 
from poor playability and a feeling of being generally a bit 
poor, this new game has improved graphics, sound, 
presentation, options and even playability. The players move 
with impressive fluidity and the amount of moves available to 
them helps to make the game as close as possible to the real 
thing - certainly this new game pushes FIFA in the supposed 
realism stakes. Admittedly Michael Owen's WLS does have its 
flaws, but then no game is perfect. There’s no doubting this game is 
the young pretender to the throne of football games, performing 
very well against the old pros of FIFA, Sensible Soccer and Aetna 
Soccer, not least in terms of the myriad of options and stats available 
to the player. This demo will give you the chance to try it out with one 
half of a match between England and Poland, a permanent fixture in 
international qualifying tournaments. There are options for either one 
two player matches - if anyone’s got any Polish mates, that is. ■ 




utilities 

More and more Windows ’95 games now require DirectX, which is 
why we’ve stuck a version on the CD for anyone who hasn’t 
already got it. 

To install it on to your PC. simply select the DirectX 5 sub¬ 
directory and then follow the on-screen instructions. There - 
couldn’t be easier! 

Requirements 

The ULTIMATE CD is optimised for machines with the following 
specifications: P75. Windows ’95.16-bit display. 16 MB RAM, 
sound card. 


CD Helpline 

The ULTIMATE CD is thoroughly tested for any faults and is in full 
working order before it is distributed. However, should you have 
any problems of any kind you can ring our special ULTIMATE PC 
helpline between the hours of 3pm and 6pm. 

The number to ring is: 01392 498965 

Disclaimer 

Whilst every care is taken with the testing, production and installation of 
ULTIMATE CD. Rapide Publishing cannot accept any responsibility for loss or 
damage occurring during its use. We strongly advise that you have back-up copies 
of all your important files and applications before installing any new software. 
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Dhis new shoot-'em-up from Interplay is the latest in the Descent series of 
games. Played in the first-person perspective, you must steer your ship through 
huge underground tunnels of disused and abandoned structures, dispatching the 
various robots and machinery encountered along the way. This latest instalment 
features a new graphics engine that allows for more detail, both in the 
backgrounds and in the enemies you face. The gameplay is of the standard 'fly 
around, open doors, kill the bad guys' style, but with a twist in that you're in a 
ship that allows almost unrestricted movement throughout these tunnels. The 
game is also helped (like the previous two) 
by a continuous storyline that 
accompanies your progress through the 
game. For first time flyers Descent 3 may 
initially be a little disorientating, but don't 
worry as you'll soon get the hang of it. 

This demo offers two multiplayer maps 
and one for the solo Descenter. ■ 


Descent 3 


Publisher: INTERPLAY Release: FEBRUARY Controls: JOYSTICK 


oniur 

Publisher: MICROPROSE Release: OUT NOW Controls: MOUSE. KEYS 


IHne of the better first-person shooters, Klingon Honor Guard is also 
arguably the best game to utilise the Star Trek licence yet. The story follows 
you as a young member of this elite Klingon unit as you try to discover who's 
behind the attempted assassination of the Klingon High Council. Your quest 
takes you from the Klingon Empire's capital to far-flung outposts and prison 
planets like the one featured in Star Trek 6; The Undiscovered 
Country. One level sees you on a space station, as you try 
to find someone called Thress, which you then blow up, 
and this is where the demo begins, as you sneak aboard 
and try to get to the control room without causing 
too much fuss. Not much chance of that in this 
game, though, as the alarm will soon be sounded. 

Find Thress in these two levels, but be quick 
about it and stay alert. ■ 


Tomb Raider Trilogy 

Publisiter: Eiubs , Release: OUT NOW Controls: KEYS 

; V - 

I 

'■Ji'his iSj^a very special demo, fresh from Eidos with not only demos of all three Lara Croft games, but a 
special animc(tion of Lara herself describing her experiences in the three titles. The demos of the games are all 

only one level in length but give you 
a pretty good idea of how the games 
have progressed since the first 
release all those years ago. 

This is quite an original idea for a 
demo, because you can see the 
progressions not only in the graphics 
of the games, but also the amount of moves Lara can 
perform as well as the layout of these levels. It could be a bad 
thing, though, if you play these demos and don't see all that much 
difference between these three games (just don't accuse me of 
putting ideas into your head). Certainly the first two games come as 
a welcome trip down memory lane, 
whilst the animation of Lara is a nice 
new touch. In it she talks about her 
new moves and new adventures in 
the third instalment of the series, 
just to whet your appetite, so to 
speak, for the latest game. ■ 
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Warzone 2100 

Publisher: EIDOS Release; OUT NOW Controls: MOUSE 


Dhis new RTS game is similar to Microsoft's recent Urban Assault, 
with a need for you to capture your enemies’ resources and power 
supplies in order to support your growth and development. The game 
certainly looks nice enough, and the action keeps coming, even though it 
never seems overwhelming. In most cases you must build up research 
facilities and factories in order to develop and increase your forces, and 
these are powered by the power sources found scattered around the 
game’s maps, while the artefacts that are discovered help your research 
into new weapons. 

There will be over 200 units available to you in Warzone 2100, and this 
could certainly be an exciting game to play. This demo offers you two 
missions - one is a tutorial that will help you set up and run a base, while 
the other is one of the game’s proper missions where you have to track 
down and destroy a scavengers’ base. ■ 


Blood^.^ Chosen 

Publisher: GT Release: OUT NOW Controls: MOUSE & KEYS 














Asghan 


Release: OUT NOW Controls: KEYS 


Dhis sword and sorcery adventure seems to be a Tomb Raider game crossed with Dungeons and Dragons. The 

are of a very similar style, especially as you can look through both third and first-person views (useful when 
j the wrist-held bow and arrows). As the Warrior Prince. Asghan. you must help rid your lands of the evil dragons 

and sorcerers who are massing 


Publisher: GROLIER INTERACTIVE 


using 


underground before they attempt to take 
over. You must battle through the game’s levels using your skills in jumping, running, 
puzzle solving and. of course, fighting. To add a little spice to things. Asghan 
includes magical spells and abilities as well as cinematic cut scenes. Sadly the game 
doesn’t quite live up to these claims, but this demo of the beginning of the 
game will help you make up your own mind. We believe in giving every game a 
fair treatment, and you should be able to tell \f Asghan is your type of game. I 


Dhis sequel is a rare example of a game 
that really improves on the original. The 
first Blood game was well-received and 
quite popular, but this new version should 
find a much larger audience - not least 
because of the amount of gore that explodes around the screen and the vast 
improvements in graphics. The basic story involves you as one of the Chosen 
(in this demo you can only be Caleb), a group of undead superheroes who must 
chase down the kidnapped Ophelia. The game covers over 30 huge levels that 
will sometimes be set in the locations of earlier levels but with different 
objectives each time. It’s fun. fast and furiously bloody, especially with this 
two level solo player demo from halfway through the game. Be warned, 
though, that this demo is only suitable for those over 18 years of age. as all 
the blood might upset the delicate little stomachs of our younger readers. ■ 
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Dhis is another sequel, this time to Uprising - a famed first or 
third-person RTS/combat/action game. Fighting against the Triggs. 
you have to help the human forces defeat this attempted alien 
conquest of our species. There is no resource management as such, 
except that you must protect your unit production facilities from 
alien attacks while at the same time achieving certain objectives given 
to you by HQ- How you control all this is through control panels and 
radar screens, although most things can be done by the touch of a 
button. While all this is going on, though, you must still control your 
own vehicle, a hover- 
tank, in the midst of 
the fighting. 

This demo is quite 
an early one, and as 
such you only have 
the tutorial 
explaining the 
control of your tank 
and the game's first 
mission, which is far 
from easy. ■ 


Uprising 2: Lead and Destroy 


Publisher: UBISOFT Release: FEB 1999 Controls: MOUSE, KEYS 


Heretic 

Publisher: ACTIVISION Release: OUT NOW Controls: MOUSE. KEYS 


his is a third-person action/adventure game set in a magical 
land that has been ravaged by a strange disease that turns everyone into 
cannibalistic zombies. What's behind all this suffering? Well it's up to you to find 
out during the course of the game. You play the hero, having returned home after 
the previous Heretic game to find nothing is quite as it should be. The game 
received a high score a few issues ago, and now you can finally see for yourself 

whether it's any good or not. This demo 
gives you the first level of the game so 
you can experience its particular blend 
of gameplay, but be warned that by no 
means use the training mode as it 
won't load on our machines, and 
therefore probably not on yours either. 
The controls in the game aren't that 
difficult to get to grips with, though, so 
you should be alright. ■ 


Settlers 111 

Publisher: BLUE BYTE Release: OUT NOW Controls: MOUSE 


his has got to be one of the cutest and most original RTS games ever 
(well, apart from the previous two anyway!). This latest version of 
Settlers gives you three races to control - the Romans. Egyptians and 
Asians, each with their own strengths and weaknesses. 

Whichever race you play with calls for you to use different 
tactics if you want to come out on top. The basic 
gameplay is not too different from the first two, 
or even other RTS games, because you still have 
to build up your resources in order to create 
more advanced buildings and unit types. 

This demo offers you the chance to try the 
tutorial, which will help you grasp the basics of 
the game, as well as a demo map which changes 
with each new go. You start off from scratch 
with the Romans and have to build up an army 
strong enough to defeat a rival civilisation. ■ 
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S bm Clancy's 
luthless. Com 

Publisher: RED STORM ENTERTAINMENT Release: OUT NOW Controls: MOUSE 
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Build Nev') Acquistdons 
BulUtH&wlcodl 
Build New SectHily 
Build Mew Computer Cora 


OownsUo Department 
Iransfer OepArtineni 


X 


III his is a weird game. A very weird game. You must 
take control of a multinational corporation and all its 
different departments and then try to either take 
over or defeat five other similar organisations. The 
game is turn-based and presented on a huge grid, on 
which both your own and your opponents' buildings are shown, as well as the amouni 
of influence and power each faction controls. Bear in mind that this demo doesn’t 
even include a tutorial, and as such this game is far from easy to get the hang of, 
regardless of the fact that the graphics and presentation don't help matters. 

If you do manage to get to grips with this demo, the full game will offer five 
more scenarios as well as a wealth of multiplayer options, one level of which is 
featured on this demo and is probably more suited to this game. ■ 




H.E.D.Z 


Publisher: HASBRO Release: OUT NOW 


Controls: MOUSE. KEYS. JOYSTICK 


Dhis is a great arcade game 
in the short-term (i.e. the first 
five minutes) and as such is 
perfect for this demo. Here you 
are presented with a few levels of furious H.E.D.Z. action, whereby you 
must fight your way through to the end by collecting keys and activating 
switches. While doing this you'll be up against fellow aliens with their own 
Hedz. These are the heads of humans used as helmets which give the aliens 
their own particular powers: a commando head will turn the owner into a 
commando; a gangster head will turn its owner into a 1920s gangster and 
so on. What was so original about this game was the fact that there are 
over 200 such Hedz, adding a bit of variety to the gameplay. It's not the 
greatest game you'll ever play, but it's worth checking out on this demo 
for a few minutes of fun. ■ 








Tj'llic. USA 

Publisher: EMPIRE INTERACTIVE Release: OUT NOW Controls: KEYS. 


his is a nice-looking and great¬ 
sounding pinball game with a distinctly American feel to it. Although all pinball computer simulations are basically the 
same and can never hope to offer long-term playability, at least this game is great fun and interesting in the short¬ 
term. In the full game there are a whole host of other American-themed tables, each with their own sounds and 
features. This demo features one such table with a New York setting and contains many of the things that are 
associated with the Big Apple, including Brooklyn accents, yellow cabs and an urban setting. This demo is time-based 
and gives you about five minutes of pinball-related fun. You even seem to get an infinite amount of balls with which to 
play with (no sniggering at the back!) until this time limit runs out. Give it a try and experience one of the better 

pinball games. ■ 
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Don’t underestimate the power of... 


THE ONLY UNOFFICIAL PLAYSTATION MAGAZINE TO 
GIVE IT’S READERS A FREE DEMO CD EVERY ISSUE! 











With the New Year comes 
exciting new games. Games 
like Interstate '82. TOC A 2 and 
Championship Manager 3 - all of which 
we’ll be reviewing this 
time next month. 



ULTIMATE MAKE A DATE WITH THE UPC TEAM 
ON THE 12TH FEBRUARY 

ISSUE 20 ON SALE 12TH FEBRUARY 
DON’T MISS OUT! 
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□ s they step out into 1999. Activision will be looking to carry on where they left off in 1998. 

following the success of Quake II. Heretic II. Interstate 76 and Grim Fandango. The year is ^ 

certainly full of promise, with Quake III. Star Wars: Alliance and Heavy Gear 11 all due up for 
release. First up from Activision’s class of ’99. though, is the sequel to the highly regarded r 

multiplayer smash-hit. Interstate 76. With more cars, weapons and groovy tunes, this sequel. p 

^ Interstate '82. bears the hallmarks of a classic. Well be finding out if it lives up to our 

expectations next month when we reveal all in our world exclusive review. 

Ask most sports fans what the highlight of the sporting year has been and France ’98 will r ^ 

be most people’s immediate answer. Forget the World Cup. though, the highlight of the sporting 
calendar is next month's release of the eagerly-awaited Championship Manager 3. It’s been two years 
in the making, is about five times as big as its predecessor and has the potential to be one of 1999’s 
biggest releases. Championship Manager 1 and 2 have already proven themselves to be Premiership leaders 
of the football management simulation genre, and we’ve no reason to believe that CM3 won’t establish itself as 
a champion either. Look out for a full review next month. 

Completing next month’s superb reviews triple-bill will be Codemasters’ stunning TOCA Touring Car Championship 
2. We’ve previewed it earlier in this issue, and from what we’ve already seen, it seems destined to be every bit as 
successful as its predecessor. With gorgeous graphics and the kind of sublime handling that we’ve come to expect 
from the Britsoft developers. TOCA 2 has all the makings of a UPC Explosive’ title. 

As well as all the aforementioned reviews, next month we’ve got a red-hot CD packed with all the very best playable 
demos lined up for you. Pick of the crop will be a breathtaking demo for the thrilling Alien Vs Predator. Take the form of an 
alien and hunt down the Predator before he gets you in this awesome first-person shoot-’em-up. 













UK VAT AND DEUVERY INCLUDED! 

THIS IS JUST PART OF OUR HUGE RANGE. SEE THE CLUB MAGAZINE, OR VISIT OUR SHOPS OR OUR INTERNET Sin, TO SEE JUST HOW MUCH WE HAVE TO OFFER 


CD ROM SOFTWARE 


MAGIC & MAYHEM 90% . 

MICHAEL OWEN’S WORLD SOCCER 99 
MS COMBAT FLIGHT SIMULATOR 


.28.99 
25.99 

.29.99 AGE OF EMPIRES: INSIDE MOVES 


BOOKS 


This is just a smali selection from 

our range of 1500 titles MYST (SPECIAL EDITION).17.99 COMMAND & CONQUER RED ALERT 

AGE OF EMPIRE 94% 23.99 NEED FOR SPEED 3 80% .29.99 - 

AGE OF EMPIRE: RISE OF ROME .19.99 ODDWORLDS: ABE’S ODDYSEE 92% ...9.99 

ALPHA CENTAURI .33.99 ODDWORLDS 2: ABE’S EXODUS .24.99 SPECIAL RESERVE 3001 CHEATS 

ANNO 1602 .28.99 OP ART OF WAR + EAST FRONT .25.99 TOMB RAIDER 2 OFFICIAL GUIDE 

APACHE HAVOC .26.99 


TRY THESE FOR FUN 


DANCE EJAY. 

. ...?3 99t 

DOGZ 3. 

. ...17.99' 

RUGRATS: PRINT SHOP . 

. ...18 99' 


BALDURS GATE .29.99 

BATTLE ZONE 93% .13.99 

BATTLETECH: MECH COMMANDER 

BLADE RUNNER 94% 19.99 

BLIZZARD TRIPLE PACK .38.99 

CAESAR3 3Dfx91% .24.99 

CARMAGEDDON (RATED 15) 95% ... 

CARMAGEDDON 2 92% . 

CHAMPIONSHIP MGR 2 1997/98 90% 

CHAMPIONSHIP MANAGERS . 

CIVILIZATIONS: THE TEST OF TIME 

COLIN McRAE RALLY 93% . 

COMM. &CONQ: TIBERIAN SUN ... 
COMMANDO’S: 


PERFECT GP: TRACK PACK 98 
POPULOUS: THE BEGINNING 93% 

POWERSLIDE .27.99 

PREMIER MANAGER 98 12.99 

PREMIER MANAGER 99 16.99 

PRIVATEER 2: THE DARKENING 94% ...9.99 

PRO PINBALL BIG RACE USA .16.99 

QUAKE 95% .9.99 

24.99 QUAKE 2 97% .17.99 

RAILROAD TYCOON 2 90% 28.99 

RAINBOW SIX (TOM CLANCY) 85% ...25.99 

RUGRATS: ADVENTURE GAME .21.99 

..11.99 SABRINA THE TEENAGE WITCH .17.99 

..29.99 SCREAMER INJECTION .16.99 

..17.99 SENSIBLE SOCCER 2000 91% .14.99 

..25.99 SENTINEL RETURNS 90%.19.99 

..28.99 SETTLERS 2 GOLD EDITON .14.99 

..21.99 SETTLERS 3 25.99 

..32.99 SHADOW COMPANY .29.99 

SHADOW MASTER .19.99 


15.49 
17.99 

COMPLETE IDIOTS GUIDE TO WIN 98 13.99 

FLIGHT SIMULATOR 98 BOOK .14.99 

.3.99 
.9.99 

12.99 TOMB RAIDER 3 OFFICIAL GUIDE .’9!99 

29.99 WINDOWS 98 STEP BY STEP .22.99 


PC CONTROLLERS 

GRAVIS 

GAMEPAD PRO .19.99 

10 programmable buttons with 
■in two player connector 



MS SIDEWINDER 
GAME PAD ...27.99 

8 programmable buttons, 8 way 
hat switch, trigger 
button, throttle wheel 


BEHIND ENEMY LINES 87% .28.99 SHADOWS OF THE EMPIRE 88% 

CONSTRUCTOR 92% .16.99 SHOGO 92% . 





DARK FORCES 2 DATA CD .14.99 SIM CITY 3000 .32.99 

DARK REIGN DATA CD .9.99 


DELTA FORCE .30.99 

DIABLO 93% 19.99 

DIE HARD TRILOGY 93% .13.99 

DISCWORLD 96%.14.99 

DOOM TRILOGY - DEPTHS OF DOOM 14.99 

DUKENUKEM3D93% .11.99 

DUNE 2000 .28.99 

DUNGEON KEEPER GOLD 
EUROPEAN AIR WAR 87% 

F22-ADF93% .24.99 

F22 - TOTAL AIR WAR 95% 28.99 


MICROSOFT UTILITIES 

MICROSOFT ENCARTA 99 . 

MICROSOFT PLUS! 98 . 

MS WINDOWS 98 UPGRADE . 


FA PREMIER LEAGUE FOOTBALL MGR 


SIN .29.99 

STAR TREK - BIRTH OF FEDERATION .. .28.99 

STAR TREK: KLINGON HONOUR .30.99 

oQon STAR WARS: BEHIND THE SCENES ...15.99 

STAR WARS: ROGUE SQUADRON .28.99 

STAR WARS: X-WING VS TIE FIGHTER 19.99 
STARCRAFT .29.99 


FALLOUT 2 86% 29.99 

FIFA SOCCER 99 92% .26.99 

FINAL FANTASY 7 93% .29.99 


29.99 STARSHIP TITANIC 91% !!! !!! ...24.99 


SAITEK CYBORG 
3D JOYSTICK ...34.99 
Fully programmable 3D 
digital joystick 


GRAVIS XTERMINATORI 
PROGRAMMABLE GAMEPAD 29.99 

6 fully programmable buttons, 8 way digital 
directional pad, 2 digital triggers for instance i 
response and built in 2 player connectorl 

SAITEK R4 RACING WHEEL & PEDALS .69.99 

User adjustable self centering 
torque for realistic road feel, 
ratio digital technology for faster 
and more acurate driving plus 
selectable wheel height, 
selectable gear or shift stick pedals. 
Complete with footpedals 

5.99 



SYNDICATE WARS 95% ...' ;. '..:. .7:99 ALFA QUAD 2 PLAYER JOYSTICK ADAPTOR 

THE GOLF PRO 90% .9.99 

THE GOLF PRO 2 - WENTWORTH .16.99 


FLIGHT SIM 98 + WORLD OF FLIGHT ...37.99 -rupK/ip ho^pitai a qim pity 9nnn oa qq 
FORMULA 1 GRAND PRIX 2 95% .10.99 PARK 95% . .. 


PC CONSUMABLES 


FORSAKEN 95% .12.99 

FUTURE COP LAPD 2100 .17.99 

GANGSTERS: ORGANISED CRIME ...28.99 
GET MEDIEVAL .17.99 


CLIP ART UTILITIES 


BRODERBUND 125,000 CLICK ART 

39 99- 

COREL DRAW 8.0 .. 

.178.99 

COREL GALLERY MAGIC “65,000** 

...17.99^ 

MS PUBLISHER 98. 

. . . .74 99 


THIEF: DARK PROJECT .28.99 

THUNDER BRIGADE.22.99 

TIDES OF WAR XSALE .17.99 

TIGER WOODS 99 PGA TOUR 80% ...29.99 


INC 
VAT 

10 FORMATTED 2HD 3.5” DISKS .4.99 

10 UNBRANDED CD-RECORDABLE .11.99 

10 VERBATIM CD-RECORDABLE .13.99 

50 UNBRANDED CD-RECORDABLE .47.99 

100 MB IOMEGA ZIP DRIVE CART .10.99 

GENIUNE MANUFACTURER INK CARTS 


TOCA TOURING CARS 86% .22.99 BLACK - EPSON 700/500/400 18.99 

TOCA TOURING CARS 2 23.99 COLOUR - EPSON 6000/800/600/400 .18.99 

TOMB RAIDER 2 94% 21 99 BLACK - HP DESKJET 560C/540 .21.99 


TOMB RAIDER 3 .28.99 


COLOUR - HP DESKJET 560C/550C/540 22.99 


TOMB RAIDER 95% .13.99 BLACK - HP DESKJET 690C/600 .21.99 


■I 


GRAND PRIX LEGENDS 93%.28.99 

GRAND THEFT AUTO 92% 

GRAND TOURING . 

GRIM FANDANGO 95% .29.99 


TOTAL ANNIHILATION 94% 13.99 

FULLWORMAGE .24.99 

15.99 TUROK2 .28.99 

25.99 ULTIMA ASCENSION .33.99 

ULTIMATE SOCCER MANAGER 98 ...24.99 


COLOUR - HP DESKJET 690C/670C/600 22.99 

BLACK - CANON BJC 240/210/100 .15.99 

COLOUR - CANON BJC 240/210 .17.99 

BLACK - CANON BJC 4650/4300/4200 .8.99 

COLOUR - CANON BJC 4650/4550/4300/4200 ... 14.99 


HALF - LIFE (HALF LIFE) 95% .28.99 ULTIMATE WIZARDARY ARCHIVE .19.99 


HARDWAR88% .19.99 

HERETIC 2 90% . 

INTERNATIONAL CRICKET CAPTAIN 
JIMMY WHITE’S SNOOKER 2 88% ... 
JOHNNY HERBERT’S GRAND PRIX 


RAM 


ULTRA FIGHTERS .23.99 

..29.99 UNREAL 95% 24.99 2 x 8 MB 72 Pin EDO SIMM 

..20.99 WAR OF THE WORLDS .28.99 2 x 16 MB 72 Pin EDO SIMM 

..29.99 WARCRAFT2 82% .19, 

..19.99 WARGASM93% .28.99 


KNIGHTS & MERCHANTS 85% .28.99 WARLORDS 3: DARKLORDS RISING ...19.99 

LINKS 99 .28.99 WESTERN FRONT .25.99 

LULA - THE SEXY EMPIRE 89% .14.99 WORLD CUP 98 91% 12.99 

LULA - VIRTUAL BABE .12.99 WORMS ARMAGEDDON .24.99 

Ml TANK PLATOON 2 90% 18.99 X-FILES: THE GAME 


2x32 MB 72 Pin EDO SIMM . 

16 MB 66 Mhz 168 Pin DIMM SDRAM 
32 MB 66 Mhz 168 Pin DIMM SDRAM 
64 MB 66 Mhz 168 Pin DIMM SDRAM 
64 MB 100 Mhz 168 Pin DIMM SDRAM 
128 MB 100 Mhz 168 Pin DIMM SDRAM 


INC 

VAT 

..23.99 

..56.99 

.96.99 

.22.99 

.39.99 


.79.99 

.149.99 


8 % 


..26.99 


100 Mhz DIMMs will only work with P350 or higher 


£2 


16 MB Creative 3D2 
Banshee Voodoo II 
Graphics £96.99 





Deduct £2 extra discount off the price of 
any game if you buy another game or 
any accessory or peripheral at the same 
time. Claim your extra discount when 
you order by post, FAX or phone 
01279 321 321, quoting 

ULTIMATE PC 


Diamond Internal 

56K SUPRAEXPRESS 

Fax/Modem £49.99 


STUNNING RAIVI PRICES 

Prices inclu de V AT & Carriagi 

I HOW 




LOW! 


fuaSvmnom 

rmomS9.99 


TKere has never 
been a rang e like 

Staggering Specs! 

^4 



DOWN BY UP TO 


PRINTERS 
SCANNERS 
SOUND CARDS 
TVA/IDEO CARDS 
GRAPHICS CARDS 
INTEL CPU’S 
MOTHERBOARDS 
CD ROM & DVD 
CD RE-WRITERS 
HARD DRIVES 
ZIP DRIVES 
USB & LEADS 
NETWORKING 
SOFTWARE 
DVD FILMS 
BOOKS 

CONSUMABLES 

CONTROLLERS 


minim 

OR FAX mm 322 
OR ORDER ON-LINE AT 

UKCAMEScomi 


huge priies 
3000 cheats 


reviews 


release dates 


downloads 


midi files 




WiaTTiffTff?W 


video clips 


double reddles 


{6.99 gets you 

10 Magosines, Competitions, 3000 Cheots, 


into the Club 

Big Discounts, Huge Range and a FREE GIFT* 



Established 11 years, Special Reserve is the market leader in mail¬ 
order home computing and video games. We only sell genuine UK 
products, we deliver quickly from vast stocks and we offer the 
lowest prices all year around. That’s why over 400,000 people have 
joined Special Reserve, the biggest games club in the World. 

We only supply members but you can be any age and 
trial membership is just 60p. Annual membership is 
amazing value at £6.99 (UK) including 10 magazines . 
and our Book of 3000 Cheats. Buy any one item at the ^ 
same time as you join and we’ll give you a choice of yj tt/ . ; j — I ~ 
great FREE GIFTS worth up to £40. The 17 FREE " 

GIFTS on offer include a Joypad, Mouse, Casio '||||||||' 

Organiser, Yo-yo Goody Bag and 20 Classic Games as . H| 
one great gift. Telephone 01279 321 piibhb 

321 now to hear the current list of gifts ^ii 

and the latest release dates for games. 

Order on-line at ukgames.com fori 
double Reddies. Just three on-line 
purchases will earn you one of our 
membership gifts as a loyatly bonus. 

Four purchases will earn you a SUPERGIFT. 

Immediate cheque clearance 

Special Reserve, 

PO Box 847, Harlow, 

CM21 9PH 



3D2+DVD+4D=:40 


M4XX40 - (64 

Fomm oniilu... .. 

H Genuine Intel CPU A Chip Set 
M8CBorl2GBU-‘DMAM¥e 
M64 MB or 128 MB DIMM RAM 
MI6 MB Voodoo 11 Banshee 


3D2 Craphks Aaderation 
M 5xDVD A32x5oeedCD 
with Soft DVD to run films 
MCreallveSBI284D 
Directional Sound 






Special Reserve 
Discount Shops 

All our shops have PC Upgrade 
& Repair Facilities. 

£12 to Fit or £30 to Fix or Configure. 
Prices listed here are for mail order but 
you can buy in store for just a few quid 
more. We’ll beat any locally advertised 
price by a full £2. 

It’s EASY TO park 


209/213 St Mary’s Lane, UPMINSTER, ESSEX. 

2 miles from junction 29 of the M25. Opposite 
Somerfield Supermarket. 01708 225544 
43 Broomfield Road, CHELMSFORD, ESSEX. 
Just around the corner from the 
bus station. 01245 348777 
164 Derby Road, STAPLEFORD, NOTTINGHAM. 
2 miles from junction 25 of the Ml, near Kwik 
Fit and Pizza Hut. 0115 949 1000 
351 Gloucester Road (A38), BRISTOL. 

1 7^ miles from the City Centre and just up 
from Kwik Save. 0117 924 5000 
168 High Street, EGHAM, SURREY. 

Near Windsor and Staines. Just 1 mile off 
junction 13 on the M25. 01784 473444 
The Mailings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the Mil, over the road from the 
train station. 01279 322 399 


MAXX 300 799.99 680.84 

8 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX 350 999.99 85i.o6 

8 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4D333 999.99 85i.o6 

8 GB U-DMA Hard Drive, 64 MB DIMM 

MAXX4D350 1199.99 1021.27 

8 GB U-DMA Hard Drive, 128 MB DIMM 

MAXX4D400 1399.99 ii9i.48 

12 GB U-DMA Hard Drive, 128 MB DIMM 

MAXX 4D 450 1549.99 1319.14 

12 GB U-DMA Hard Drive, 128 MB DIMM 

■ fln Mi W MMwNR 

w Mjf poNhiMi titrihig iw 

£200 

10% deposit, no more to pay for 9 months 
[■ and no interest, subject to status. You can 
buy anything from our catalogue or shops 
this way. 0% APR if paid in 

_ full after 9 months or 

r I r>r^^N29.8% APR extended loan. 

‘ Club Mag for details. 

Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 15/12/98 Errors & Ommisions Excluded. Inter-Mediates Ltd. T/A Special Reserve. The Maltings. Sawbridgeworth, Herts CM21 9PG. 


MIS" Adi Monitor with 3-Year Warrantf 
M Microsoft Windows 98 plus Works 4.5 CD 
MUnreal A Incoming 4D Games I 
M 20 Playable Top-Game Oemo's | 

Please telephone 01279 321321 and ask us to send you full detoils of the 
AAAXX ronge. Also at http://speclol.reserve.co.uk A ot the Club Shops. 
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